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1 INTRODUCTION: Quick Start 



INTRODUCTION 


Can you be the next great general? You have four campaigns to find out. 

From the burning waste of the steppes, to the outskirts of Moscow, you lead the forces of the 
Soviets or the Germans as you battle across beautifully rendered 3D battlefields. In Panzer 
General III Scorched Earth your commanders are the key to the optimal use of every class of 
unit, from Infantry to Bomber. Special abilities for leaders and units mean no two armies are 
ever the same, and no two battles have the same result. Bold maneuvering and careful use 
of equipment can often mean the difference between victory and defeat. 

Quick Start 

You can install Panzer General III Scorched Earth by inserting the game disc in your CD-ROM 
drive, and following the on-screen instructions. If you encounter difficulty installing the 
game, or for more detailed instructions, see the section Getting Started, immediately follow¬ 
ing. Once the game is installed, double-click on the Panzer General III Scorched Earth icon 
to begin. (You can also start the game from the Programs menu.) When the introductory movie 
ends, the Main Menu screen appears. 

You can begin a game from this screen, or if you want a brief introduction to the game, select 
Tutorial from the Main Menu and open the manual to the Tutorial section beginning on page 
4. It provides a step-by-step battle plan to familiarize you with the screens and basic features 
of a Panzer General III Scorched Earth campaign. For more detailed information on or about 
the game as a whole, turn to Basic Screens, Menus, and Buttons and Game Concepts, start¬ 
ing on pages 19 and 36, respectively. 

In addition, hot text is available throughout the game. Hot text is a brief description of game 
interface that is activated by placing the mouse cursor over a screen element. You can also 
right-click on most buttons and options for a detailed explanation. 
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GETTING STARTED: System Requirements 2 


jETTING started 

r section provides detailed information on installing and running Panzer General III 
33 Earth on your computer. If you encounter technical difficulties during installation 

- :ime play, consult Troubleshooting beginning on page 64. 

w hat Comes With the Game 

^ame box should contain this User Manual, and a Panzer General III Scorched Earth 
Tnis manual explains how to play and contains important information on menus, cam- 
. ms. scenarios, unit classes and equipment. Additional documentation is available in PDF 
-~at on the game CD. To get the game running on your computer, see the installation 

- rTructions following. 

system Requirements 

‘ play Panzer General III Scorched Earth, be sure your system meets the following mini- 
-Tim system requirements: 

• Pentium® 2, 233 MHz IBM PC or compatible 

• 54 MB of RAM 

• Mindows® 95 or Windows 98 - NOTE: This is a Windows 95/98 game and cannot be 
played on Windows NT systems, including Windows 2000. Multitasking is not recom¬ 
mended when playing Panzer General III Scorched Earth 

• An uncompressed hard drive with 350MB free 

• 8 X CD-ROM drive or faster 

• A 8MB 3D Video Card 

• A 100% Windows compatible mouse 

In addition to the basic system requirements, the game requires that DirectX 7.0 be installed 
;o your hard drive. The option to install DirectX 7.0 appears during the game installation. At 
the end of installation, you are prompted to register Panzer General III Scorched Earth elec¬ 
tronically. For network play, you need a DirectPlay compatible network adapter. For internet 
or head-to-head modem play, you need a DirectPlay compatible modem. 

Installing the Game 

You must install Panzer General III Scorched Earth game fdes to your hard drive and have 
the Panzer General III Scorched Earth CD in your CD-ROM drive to play this game. Insert the 
CD into the CD-ROM drive. When the pop-up window appears, click on the Install option. If 
you have disabled the Autorun function, or if it does not operate, explore the CD and dou¬ 
ble-click on the Setup icon. Follow all on-screen prompts to complete the installation. 


















3 GETTING STARTED: Starting the Game 


Electronic Registration 

If you did not register your copy of Panzer General III Scorched Earth after installation and 
wish to do so later: From your desktop select the Start button, click on Programs, click on the 
folder that contains Panzer General III Scorched Earth and click on Register for Free Stuff. 
Follow all on screen prompts. 

Note: If you register electronically, or via the registration card, you will be provided with a 
code to unlock an additional scenario. 

Uninstalling the Game 

Select the Uninstall option from the Autorun menu, or choose Settings from the Windows 
Start menu, and select Control Panel. In the Control Panel, select Add/Remove Programs, left- 
click on Panzer General III Scorched Earth, and click on the Add/Remove button. The game 
and all of its components are then removed from your hard drive, except for your saved 
games and edited scenarios. 

Electronic Documentation 

Located on the game CD are several documents formatted as Adobe Acrobat files. Unitdb.pdf 
contains detailed tables listing the abilities of every unit in the game. Refcard.pdf is a brief sum¬ 
mary of useful game play information that can be printed for your reference. Readme.txt is a 
formatted document giving hints and changes made to the game after this manual was printed. 

If you do not already have the Adobe Acrobat Reader, you can install the software following 
these instructions: 

Insert the game CD in your CD-ROM drive, explore the CD, and double-click on the Acrowin 
folder, located in the root directory. Double-click on the file entitled Acroread.exe and follow the 
on-screen prompts. 

Once Acrobat Reader is installed on your system, you can read the document by opening the 
folder on your hard drive in which you installed the Adobe Acrobat Reader, and double-click¬ 
ing on the file Acroread.exe. 

Starting the Game 

Every time the CD-ROM drive is closed with the CD in place, the Panzer General III Scorched 
Earth Autorun program displays a menu with the options to run the game, install DirectX, 
install Adobe® Acrobat®, uninstall the game, or view the Readme.txt file. Panzer General III 
Scorched Earth can also be started by opening the Start menu, selecting Programs, choosing 
the folder where the game was installed and clicking on the Panzer General III Scorched 
Earth program item. 

For complete and specific “how to play” information, please refer to the appropriate sections 
of the manual. Some changes were made too late to include in this manual. Please read the 
Readme.txt file or the Readme.pdf file in your game directory for more information. 

Note: Screen saver utilities should be turned off before starting to play Panzer General III 
Scorched Earth. 

Saving Games 

Panzer General III Scorched Earth requires space on your hard drive for Saved Games and 
temporary files. Each saved game can take up to 200Kb of hard drive space. 
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TUTORIAL 


-3 tutorial is intended to explain basic menus and button functions, and to step you 
.-.rough an introductory scenario. For detailed information about the menus and options in 
ier General III Scorched Earth see Basic Screens, Menus, and Buttons, starting on page 
• For explanations of various aspects of play, see Game Concepts, starting on page 36. For 
mailed strategy notes and game play hints, see the Readme.txt or Readme.pdf file, located in 
;mr PG3D directory. 

Basic Information 

Before you run the tutorial there are a few things you need to know: 

Using the Mouse 

; n this manual, the term “left-click” means move the mouse pointer to the desired area on 
the screen and pressing the left mouse button. Left-clicking selects units, presses buttons, 
and operates screen features. 

“Right-click” means move the mouse pointer to the desired area and pressing the right 
mouse button. Right-clicking once on a unit, piece of equipment, or leader icon displays a 
card with information about that unit, equipment, or leader. Right-clicking on a button opens 
a help box with descriptive text about that button’s function. 

In Panzer General III Scorched Earth, whenever the mouse stops over a button or icon, smart 
text describing the area under the cursor appears over the object in question. When the cur¬ 
sor stops over a terrain hex or unit, information appears in the small info cards in the bottom 
center of the 3D Battlefield. This makes identifying buttons and units easy during game play. 

















5 TUTORIAL: Reviewing Your Troops 


Equipment Class and Type 

In this tutorial, there are two important ways of referring to equipment (your units), one is 
equipment class and the other is equipment type. There are eight different equipmer.: 
classes in Panzer General III Scorched Earth: Infantry, Tank, Recon, Anti-tank, Artillery, Air 
Defense, Fighter, and Bomber. Within each class are numerous types, for example: within the 
tank class of units, the T-34/76A is one type, and the KV-1 is another type. 

Starting the Tutorial 

At the Start screen choose Tutorial from the main menu, which brings you to the Campaign 
map. Later in the Tutorial and in other campaigns, this screen allows you to choose the path 
your army takes in a campaign. For now, there is only one battle available, indicated by the 
Russian flag icon. When you click on the flag, a brief description of the battle to take place 
appears at the bottom of the screen. Left-click on the checkmark that also appears to Loa: 
the Scenario. 

Once the Loading screen clears, the Scenario Info screen appears. The main feature of the 
screen is a scenario briefing, which describes the objectives of this particular mission. In this 
case your primary task is to capture the city of Novobila. Continue to the Headquarters screen 
by left-clicking on the checkmark button. 

Reviewing Your Troops 



Change Leader 
Sort Order 

Available Leaders 

Change Sort Order 
Exit Headquarters 
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This screen is one of the most important parts of Panzer General III Scorched Earth because 
this is where units are built by selecting equipment and assigning a leader. The screen has 
three tents displayed: the Motor Pool Tent in the upper left, the Leader’s Tent in the upper 
right, and the Command Tent in the lower left. The area in the lower right is the Parade 
Ground where information about your units is shown. Across the bottom of the screen is the 
Roster bar, a strip of tabs which is the roster of your units. 
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TUTORIAL: Reviewing Your Troops 6 


l*:s:er Bar 

! m... .mrnne one of the roster tabs, you can see that there are two icons plainly visible on 

m icon on the left represents the equipment type, the icon on the right represents 

ite ' • On the left end of the Roster bar is a circle containing a number, in this case it 
a : 02. This is the number of unit slots you have in your army that can be filled by 


its. 


- ~t end of the Roster bar are scroll arrows, the Change Sort Order button and the Exit 
. "-clicking on the Change Sort Order button changes the order that units are dis- 
aii m iicated by the small icon above the button. The choices are: 

. -£?,* icon: Sorts the roster by equipment class in the following order: Infantry, Tank, Recon, 

► TArtillery, Air Defense, Fighter, Bomber 
« =jfz icon: Shows the promotion level of the unit's Leader with the highest on the left 
* -teart Icon: Shows the unit's health 
■ V~ 3 ws Icon: Shows the number of actions remaining 

- me cursor to the bottom of the screen and right-click on one of the units in the Roster 
iarge cards appear in the Parade Ground. These cards reveal an important aspect of 
: ime. since each unit consists of a leader (on the right) and an equipment type (on the left). 

nit Cards 

: the information that appears on the Leader and Unit Cards is discussed in detail later in 
:: - manual, see Leader Cards and Equipment Attributes starting on pages 46 and 58 respec- 
so for now only what you need to know to play the tutorial scenario will be explained. 


0 


Class ’ 



Promotion Level 


HP HP 
* 

Obermaim 



Kills i'er 

©©00000© 


0 0 0 0 0 0 0 0 


Number of Kills 


The most important information on the Leader Card at this time is the round icon next to the 
leader’s portrait and the row of symbols (iron crosses) below it. The first round icon repre¬ 
sents the equipment class of the leader. A leader can be assigned to command any kind of 
equipment, but if they are assigned to an equipment class they don t match, they suffer cer¬ 
tain restrictions. See Orders, starting on page 50 more information. 

























7 TUTORIAL: Reviewing Your Troops 


The row of symbols indicates the promotion level of the leader; the number of actions 
regular orders , that this leader may perform in a given turn. Some examples of 
include: move, fight, dismount from transport, rally from suppression, entrench, rer_: i uM 
refit. Actions are also used to activate veteran orders which are unique to each e>T_: : in 
class and give the unit benefits for a particular kind of action. These symbols are 
for each nationality in Panzer General III Scorched Earth: the Soviets have red rlrs J 
Germans have small, gray crosses. 


Equipment Class 


Equipment Specials 



Type Name 


Equipment Attributes 


Equipment Statistics 


The equipment card shows a photo of the equipment and a firing tank icon above a tru-n 
icon just to the right of the photo - all three have rows of green dots beneath them. The : : 
below the equipment photo represent the Strength attribute of the equipment. As a unit :.\ia 
damage, these dots change color. The row beneath the firing tank icon represents the r 1 
attribute, the number of times that equipment can shoot. The row beneath the truck 
represents the Move attribute, which is the maximum number of times the equipmen: ran 
move. These factors are limited by the capability of the leader attached to a particular t] > 
of equipment. No unit can move or attack more times than the leader has actions. 

Across the bottom of the Unit Card are the unit’s statistics; the higher the number, the be^ar 
the rating. The shaded graph above each rating gives a quick reference of the relan • 
strength of each rating. The ratings are: 

•Hard Attack •Air Attack *Air Defense •Firing Range 

•Soft Attack •Defense •Sighting Range •Profile 

•Close Combat ^Indirect Defense »Move •Ammo 

More information about these can be found under Equipment Attributes starting on page r 7 
Click on the cards to close them and clear the way to build a unit to fill your available unit s.: 
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fanMing a Unit 

- - - me leaders standing in front of the Leader’s Tent, go ahead and right-click on 
mm ~ As their Leader Cards appear in the Parade Ground, note which equipment icon 
m - ir.d the number of actions they can perform. For this scenario, they are unlikely 
w la. ~ than three actions, so their equipment class is an important factor. Leaders are 
p—■ : randomly, with differing levels and class abilities. You have only two open slots 

m „....: f: you will want to chose the tank leader with the highest level by left-clicking on 
: r_~- which moves that leader into the Roster bar and a new tab with a green back- 
: Dears. If no tank leader is available, you may select a different class leader. The 

pm ; - f h.ots shown on the left end of the Roster bar changes to 01. 

5a •„. ; - - is selected from one of the eight classes represented by the icons in the Motor 
IM ~ - - in the upper left part of the Headquarters screen; Tank, Anti-tank, Infantry, Fighter, 
- n Air Defense, Recon, and Bomber. Left-click on a piece of equipment to display the 
sr-i : equipment types available to you at this time. These appear in a row in front of the 
. ; ve the cursor over the motor pool tent, and then click on the tank icon, located in the 
r ef: corner of the tent. The available tanks that you can requisition will be displayed in 
the motor pool tent. You can view the equipment information by right-clicking these 
Li H: .ding the cursor over a piece of equipment gives you a quick look at it for easy com- 
- r. jf the different types available. You will notice that the tank on the far left, a Panther 
i : - the highest ratings. Choose this tank by left-clicking on it, which moves the equipment 
the tab, assigning it to the leader you selected previously. 

f _ range your mind about the unit you built, scroll through the Roster bar until you see 
r tab with a green background, this is your new unit. Left-clicking on this tab disbands 
_r unit and returns the equipment to the Motor Pool and the leader to the Leader Tent. 
_r available slots goes back up to 02 if you disband this unit, and goes back to 01 when you 
a new one. For your second new unit you might consider a bomber or second tank. 

Promoting a Leader 


Activate Promotion Cursor 



Parade Ground 


Promote Leader 

























You begin the campaign with three promotions which you may give to your leaders : —-ai 
on how well your army does in the battles, you may be rewarded additional promotions zrol 
ing the course of a campaign. It is up to your discretion which of your leaders rece » m 
promotion, though a leader can only receive one promotion per battle. 

To promote a leader, left-click on the medals display located on the back wall of the Le i: - 
Tent. This will bring up red flags on the parade grounds above the Roster bar where the afl 
ers you chose stand for review. You may then select the leaders to be promote: :§ 
left-clicking on their icon in either the Roster bar if they are assigned to a unit or their . ■ 
in front of the Leader’s tent. If you have more than six unassigned leaders in your arm;. ■ 
may view up to twenty of them at once by left-clicking on the blue sign on the post oimsiM 
the Leader’s tent. 

Since the battle you are about to fight in the tutorial is a short one, you will want to proir .• 
the leaders which are already assigned to units so they will have the greatest mobility 1 :4 
power possible at the start of the battle. An easy way to decide which leaders to prom: 
to sort them according to promotion level by left-clicking on the sort button located :: ir- 
right of the Roster bar until the flag icon appears. You can then scroll to the right to find i: * 
lowest ranking leaders. Left-click on the last three units in the Roster bar to move the Iti: 
ers onto the parade ground for promotion. Award each leader a promotion by left-clicking : 
the red flag beneath his icon. 

Once you have finished building your units and promoting your leaders, left-click on the r?c 
button with the X on it at the far end of the Roster bar to proceed to deployment. 



Deploying Your Troops 
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Exit Deployment 



View Strategic Map 


Inienace bar 


on page 35 


When you 

Deploy M: 




















lift m . I ii vnere you are able to deploy units are highlighted with brighter spots and the 
mrm n&r-irs to include the “Deployment OK” symbol (two curved downward pointing 
C_ *. :n one of the highlighted spots to deploy the unit you just built. A good spot 
> * 5 -iore up your right flank by placing your new unit on the bridge below and 
III! at - ;he town of Uryupinsk, which is held by your Grenadiers. If you decide you 
u mw y • oiace the unit in another spot, you can click on the unit again, putting the 

tm t - me Roster bar, and then select another deployment spot by clicking on another 

•::i;sr mm iocation. 

ig the Game Map 

a , ■ ■ oiace your troops where they will be most effective you may need to manipulate 

lr nee play has started, rotating the screen in a 3D environment is critical to finding 

nr units and the enemy units. Rotating the 3D environment will also allow you to take 
U m :a ge of the terrain and Line of Sight. 

a : = :ross the map in Panzer General III Scorched Earth is achieved simply by moving 

the ms: r to the map edge of the direction you wish to scroll. To rotate the screen, right-click 

■ map and hold it down. Then move the mouse pointer to the center of either the right 
of the screen. The screen will rotate to either the left or right depending on what 
m Lie screen you moved the mouse pointer. 

: :he map is a similar process. Simply right-click and move the cursor to the top of the 
- -; zoom closer and move the cursor to the bottom of the screen to zoom farther away. 

1 - Lie map vertically, use the PageUp and PageDn keys. 


wing the Strategy Map 



juring your deployment phase, you may wish to view the overall battlefield. Click on the 
Strategy Map button, the one that looks like a compass, located on the bottom-left side of the 
interface bar. This takes you to the strategic map where you can review the entire battlefield 
Lorn a bird’s eye perspective to locate objectives and plan your strategies. See Strategy Map 
on page 35 for more detailed information. 

When you are finished reviewing the map and deploying your new unit, click on the red Exit 
Deploy Mode button in the lower-right corner to start your first turn. 




















Zveroboy: 

A Soviet ISU-152 
"Animal Killer " 
tank destroyer. 


Turn 1 

Your turn begins with a view of the game map; your Stosstruppen unit is selected. 

Scouting the Area 

Select your PSW 234/2 reconnaissance unit as the active unit by either clicking on it in :hf 
Roster bar or on the tactical map. If you are unsure which unit is the PSW 234/2, you :lt 
briefly hold the cursor over the various units on the map and the right-hand card in the cen¬ 
ter of the interface bar will change to indicate the type of equipment under the cursor. 7: 
type of terrain, along with its elevation and map coordinates, is similarly displayed when r * 
cursor is not over a unit. 

Once you have selected the unit, a yellow highlight appears under the unit to indicate it is in¬ 
active unit, while the green highlights indicate where that unit can move. The active uni: is 
also highlighted in yellow on the Roster bar. The small info cards in the center of the interface 
bar now change to display information about the selected unit with the equipment type an: 
Strength attribute on the left side, and the leader portrait and number of actions on the righ: 

The left of the equipment card are two rows of colored lights with the Fire and Move attribute 
icons next to them. The top row only displays three green lights, meaning that this unit cou': 
fire three times. The rest of the row is black, indicating that three is the maximum number 
of times this type of equipment could fire. The bottom row has four green lights, three yel¬ 
low lights and the remainder are black. This unit could move up to seven times if the leader 
that was assigned to it had that many actions. If this leader improves later, some of the yel¬ 
low lights will become green. 

Move your PSW 234/2 reconnaissance unit by left clicking on the green highlighted hex that 
is the farthest along the road towards Novobila. This will bring your unit within spotting 
range of a Russian Conscripts unit and a KV-85 tank. Leaders in the Recon class have a spe¬ 
cial ability they may use only when assigned to Recon equipment type; namely, their first 
move is always free. So there are still three green lights for both attributes, Fire and Move. 
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g «r i ~,ince unit’s primary function is spotting enemy units, and you can increase the 
IDIVIHW 11 ‘ills by using an action to have your unit send out patrols which increase its 
c. 4 -lv luck on the Recon Patrol action button (the binoculars icon in the first row of 
|liiiiiin:!:iiiii id : u • ate this special ability called a Veteran Order. Note that now, both the Fire and 
Dm i,i■ m rs have only two green lights, this is because the Recon Patrol order used up one 

tor £ a rtions. Doing so reveals a Russian 45mm Anti-tank unit south of the forest. 

I hanging the Line 

Wfh s v iry concepts in modern warfare is combined arms tactics, which is the use of dif- 
j | ms - iions together to deliver a swift and lethal attack. You will want to use these tactics 
Ijttfe i - - creak through the defensive line formed by the Russian units near the road. 

fm - JL’8"G Bomber and fly it over the Russian tank by clicking on the green highlight 
* with the tank. The highlight turns red when the Bomber arrives over its target to 

i# - *r.i: the tank may be attacked. Move the cursor over the KV-85 tank and it changes 
i . - .. reticle, with numbers on either side of it. These are the estimated losses for this 

m friendly on the left, enemy on the right. These are not guaranteed, and may be 
<ittDfe * : : special abilities or unknown factors for either side such as an unspotted artillery 
pm Trus * 5 merely a tool for estimating any given unit’s ability to damage another unit 
fl :; able of attacking. When this cursor appears in the hex over the KV-85 tank, fire on 
1 tf lefi-clicking. 

| - \amine the battle results by right-clicking on the enemy unit to bring up its Unit Card. 

1 axes a strength point that has been destroyed, yellow indicates a suppressed strength 

iii r- en means OK. Suppressed Strength attribute points return at the end of the turn but 
ar- ' ‘ available on attack or defense until then. Click to close the card. Your first attack is 
l i i j have destroyed or fully suppressed the Russian tank unit, so you will want to attack 
1 if r.d time; and then bring up your StuGIIIG Anti-tank unit to finish off the KV-85. 

r. is generally very effective against Infantry units, so select and then move your 15 
> artillery unit within firing range of the Russian Conscripts. The 15 sFH 18 has a range 
4 a nich you can check by right clicking on the unit, either on the tactical map or in the 
— : bar, to bring up its equipment and Leader Cards. Select the artillery unit and left-click 
i it. r furthest highlighted hex down the road, which should put your unit within range. 
I : ~ xnt the artillery so it is ready to fire by clicking on the far right button of the lower row 
n 7 unit actions (the two arrows at right angles). Moving and dismounting use one action 
i 7 . leaving the 15 sFH 18 a single action, unless you promoted its leader. You may now 
n the Conscripts by left-clicking. 

- mportant to note before making a direct attack on the Conscripts, that they are in forest 
.- 77 am. Forest gives Infantry an advantage over other equipment classes by providing cover 
: the Infantry and making it difficult for tanks to maneuver. You therefore want to use your 
n Infantry to make the attack, so select and move your Stosstruppen unit into the forest 
-xt to Conscripts. This requires two moves. Again, if the first attack is insufficient to destroy 
7 - enemy, you will want to make a follow-up attack. If the unit retreats, however, you should 
the Stosstruppen’s remaining action to pursue the enemy. By having one of your units 
i: acent to the damaged enemy unit, you prevent that unit from refitting and regaining its 
strength attribute. Move your Tiger tank down along the road in preparation for an attack on 
-he 45mm Anti-tank gun. Also move your Panther A down the road west of the river to guard 
against an attack by the enemy, as well as setting up your own flanking attack. 
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Preparing Your Defenses 

Now that you have beaten back the enemy’s forces, you should use your remaining ur 
actions to prepare for a possible counterattack by the enemy. Bomber units, for exam: - 
vulnerable to enemy Fighter attacks, so protect yours by bringing up your Me 109g 7 
unit. Select the Me 109g, and then click on a highlighted hex adjacent to the shad * 
Bomber casts on the ground. This puts your Fighter next to the Bomber so that it car n 
vide protective fire if an enemy attacks. You should also move your 20mm(Q) Flak M 
Defense artillery into a position to protect any vulnerable units. A good place to set ur 
ADA would be on the road at the edge of the forest. Be sure to remember to dismouru or 
ADA so it is ready to fire. 

Move your Elefant forward to protect your artillery. However, leave your Grenadier I rue 1 xq 
unit in Uryupinsk in order to protect the town. This is your enemy’s primary victory :: -m 
tive, and if your enemy captures it, you lose the scenario. Units automatically entrench a: m 
end of your turn if they have the available actions. 

Finally, you can use your PSW 234/2 unit’s remaining actions to either chase down any im¬ 
aged enemy units, or move it adjacent to one of your forward units to help camouflage it ir ■ 
enemy spotting. The latter is a special ability of reconnaissance units, and can be used of 
effectively in setting up ambushes to trap the enemy. 

Before Ending Your Turn 

Look at your Roster bar, if all of your units have moved the background color of their tar 
dark gray, if any have actions remaining the tab background is light gray. Now might als > 
a good time to go through your roster and examine all your units for damage. Any units wiflt 
yellow dots indicating suppression, and any actions left, can try to Rally using the button will 
the flag on it in the regular orders row. End your turn by clicking on the red button in 
lower-left corner of the screen. 


Ifipw 
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mm the Enemy 
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Tucng Care of Your 1 



tnnears : r a unit wren iss a—c 
jisaefc : ut of ammo. Two cc±n? 
u^acent *o an enemy urn . nx 



Weather 


Tne * button can also xy 
me entire mm. but resttfw ; 
ren-nring one attribute rdte 
Misapply on page 51. 

Preparing for an Ass 

The Russians may have res*: 
t our units. If the Bomrer 25 ye 
determine an air unit s exMZ 
*nen click on a spot a-racecc 
attack by clicking on ±e <*ra 

Since your army is suli 5_rn' 
up for an assault on ye nr zr. 
ing vour armored units 
units such as artillery. ust t: : 
Tiger tank in the lead lithe: 
ahead and attack any oc*r : 
After all, it never hurts t: : 
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I Bn 2 

■Ste Mu _ Ill first want to hunt down and destroy any enemy units you attacked and 
- irevious turn in order to finish them off while they are in a weakened state, 
~.z y: ur owtl units costly attacks against refitted units. 

Ilhui ^ Tg the Enemy 

- 1 : the Russian 45mm Anti-tank gun and/or Conscripts retreated towards the 

H*'".. .-re damaged but not destroyed. Move your Panther A across the river to 

Kwhiil i - - emy units in that area, and attack them if possible. Your reconnaissance unit 
Hu:!" .it ir - valuable in seeking out the enemy, so move along a sweeping path through 
K|iu areas. For example, you can skirt along the edge of the forest and approach the 

Kliniii m t using the Recon Patrol order to spot well hidden units. Then, as you find the 

Hhkk, - - m other units to destroy them. With its long range, your JU87G Bomber is espe- 

L ::iu fc ^ m mopping up retreating enemy units like the 45mm Anti-tank gun. 

. - g Care of Your Troops 

rliiRi _ : also refit any of your units which suffered serious damaged. Left-click on the 
m : :r Order button until the heart icon is visible, which sorts your units by their 
I StiwaBKi iitribute. Notice that some of your units now have a red background instead of the 
I |e: This indicates that they have suffered damage in combat. As a unit becomes more 

I mm ii * namaged, the red background spreads across the tab. Units with more than 25% 
nave a small amount of red, units with more than 50% damage have a greater 
I i . ind units with more than 75% are red all across. The other important factor about 
tei . iken damage is that the unit may suffer damage to a specific attribute, either Move 
i v. and lose actions in one area while retaining actions in another. The green or yel- 
■ i; iis for your unit’s actions on the Interface bar turn red if this is the case. 

| - m run out of ammo and/or become damaged during combat. A yellow warning flag 

I 4 : - L -5 n a unit when its ammo supply is running low; and this flag turns red if the unit is com- 
a : ut of ammo. Two of the buttons on the Orders row remedy this situation. If they are not 
I i: i - n: :o an enemy unit, for one action the Resupply order replenishes a unit’s ammo supply. 

"V • t' * button can also only be used when no enemy units are adjacent. This order takes 
-ire turn, but restores all destroyed strength points and provides full resupply while 
: i-ring one attribute, either Move or Fire. More information is available under Refit and 
| Dztly on page 51. 

sparing for an Assault 

Russians may have responded to your attack by sending an IL-2M3 Bomber after one of 
i units. If the Bomber is visible, intercept the enemy with your Fighter. Remember, you can 
-inline an air unit’s exact location by its shadow on the ground. Select your Me 109g and 
u click on a spot adjacent to the enemy Fighter’s shadow. Once your Fighter has moved, 
i u by clicking on the enemy air unit. This should eliminate the IL-2M3 or send it fleeing. 

5 :e vour army is still slightly out of reach of its primary objective, concentrate on setting 
for an assault on your primary objective during this turn. This is best achieved by mov- 
:u your armored units such as tanks and Anti-tanks into forward positions, with support 
. uu.s such as artillery just to the rear. Group your units in this manner on the road, with your 
Tiger tank in the lead. If there is an enemy T34/76C next to that attack it with your tank. Go 
i ~.ead and attack any other units within range as long as it does not expose your own unit. 
-Tier all, it never hurts to soften up the enemy before an assault. 
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At times during the course of a battle, you may be given the opportunity to bring jz i 
forcements. The turn information pop-up indicates when new slots are available. 5. . i 
become available whenever you lose a unit in combat. Since it is often difficult to rusi % 
forcements to the front lines, you usually want to bring them in as soon as they i 
available, as is the case at the beginning of turn three. 


Bringing in Reinforcements 

Click on the Headquarters button, the flag on the right hand side of the interface bar. ii r I 
to return to the Headquarters screen to build a new unit. Do this in the same manner ■ Mm 
the beginning of the battle, selecting both a leader and a piece of equipment to form ±e I 
You want a unit that can get to the battle quickly, and nothing does this better than i 
trooper, called a Fallschirmjager in the German army. Once you have created one, rer_- M 
the tactical map and click on the Toggle Deploy button in order to deploy the Fallschinn kern 
Place your Fallschirmjager in the airfield so that you can paradrop the unit on this turn 

Making a Paradrop 

With the Fallschirmjager unit selected, notice that the cursor changes as you move it b- c ] 
the unit’s ground movement range, when it stops over an otherwise legal hex. Before pa 1 
forming the paradrop, scout the target area as much as possible. Dropping into the mi:r sf r 
enemy units would likely mean the end of your paratroopers. 

Use your reconnaissance unit to scout the area around the airfield. Protecting the town $ l I 
Katyusha 132 artillery piece and a GAZ/37 Air Defense unit. The latter should be your ±rs I 
target, since it prevents your Bomber from being able to make an effective attack. Move 3* 1 
closest of your tank units to attack the GAZ/37, destroying it if possible. 

Once the Air Defense artillery has been taken care of, you are ready for the paradrop. Se.-*- 1 
your Fallschirmjager by clicking on it in the Roster bar. Then move your cursor to an un:»: 
cupied hex next to the Katyusha 132 which should be in Novobila, and click on that local: : 
The artillery can provide support fire for units defending the town, inflicting severe losses : 
you for any attack which doesn’t first take care of this threat, so attack the enemy’s artiL 
once your Fallschirmjager has landed. If this does not significantly suppress the artiller 
attack the Katyusha 132 with your JU87G Bomber. 




City of Novabila 
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m wring Your Objective 

i ll— |b - ? artillery is damaged and suppressed, concentrate on capturing Novobila 

M .- nave to break through any enemy units preventing you from reaching the 

OHM - “ *-: units, such as tanks and your Anti-tank units, are best suited to this task. 
m-r m, - - „ : use your own artillery to attack the Russian Infantry holding the town’s pri- 
tairp pm- : r. indicated by orange HQ building and radio tower. 

■baifni- rompleted your preparatory attacks, move your Stosstruppen Infantry unit 
Mam :: town for the main assault. Attack with your Stosstruppen Infantry as many 

_ an, and if this is not enough to dislodge the defenders bring in any other avail- 
.liiluir arms : jmplete the job. You want to go all out in this attack since capturing Novobila 
m l 'Alii earn you a major victory. 


~ urn? 4 & 5 

I .-.ms proved especially tough or your own units did not have enough actions, use 
~ i_mng turns to keep up the assault in a similar fashion until the town is captured. 
'Mi: :: - f :enario ends, there is a brief victory animation, followed by the Summary screen 
mam~ _ ;an view your tally of enemy units in one of two ways: total units destroyed and 
ii : -r:yed by leader. 

jMtr , l n the checkmark in the lower right corner to proceed. At this point, you are given 
:> ; r i :o save your game. Do this, giving it a descriptive name such as, Mid Tutorial. 

> Lniaign map now shows your progress in the campaign with your victorious battle 
mm iir i by the German flag. You are also presented with two choices of where to fight your 
:c“e. each with a different type of victory condition. The battle to the east, Lashing Out 
t .;: requires you to destroy designated enemy target units in order to win. The battle to 
r • Race for Riga, requires you to exit several units from the map. You may choose either 
f - - - battles to play first; then once you have completed it, you can load the save you made 

* end of your first battle in order to play the other. 

• :-r case, you will proceed first to the scenario briefing screen, where you may wish to 

- v :he new equipment and leaders; and then to your army Headquarters. Here you can 
... : new units or reorganize your army to better suit the upcoming battle, and award your 
. :-ers with the promotions you received, either four or two depending on whether you 

*-ia major or minor victory in the previous battle. 

Lashing Out at Luga 

- - - briefing states, this scenario is a search and destroy mission, and you should keep this 
rind when building your units. 

Customizing Your Army 

- - of your additional slots should be used to build a new reconnaissance unit to help you 
' r.: vour targets. Since mobility is often more important than sheer fire power in a search 
L-.i destroy mission, replace your 15 sFH 18 artillery with a self-propelled artillery piece, 
;■—ft as a Wespe, and your Elefant Anti-tank unit, which has a low movement rating, with 
- wnething faster, such as the new JgdPz IV/48 you received in your motor pool. 
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Russian infant- 
supporting an 


infanrr* 



Of course, to ‘destroy’ is the other half of the mission, so you want to add another un:: ■■ 
packs a hefty punch. Either an additional tank, such as the new Panther G you rece". sr i 
your motor pool, or a Bomber would be a good choice. 

Mission Tactics 

Your first task in this scenario is to find the designated target units that you have bam 
ordered to destroy. There are six of them: three Russian Guards Infantry, two T-34/76B *../i 
units and one IS-2 tank unit. Each of these is identifiable by an icon, a red target ret 3 k 
placed above the unit. 

Key to victory in this scenario is using the combined arms tactics that you learned in -jb 
opening scenario. As you advance your attacks, soften up your targets with indirect fire, i 
lowed up with the hard hitting spearheads of your heavy armor. Also important is the a: jn 
to contain the enemy forces you encounter. Nothing is more frustrating to a commander than 
hammering the enemy with everything he has only to see it retreat to safety where i: cm 
refit. Use your light equipment to pursue and contain damaged enemy units. 


At the beginning of turn three in this scenario, you will receive two auxiliary reinforcemen- 
which appear at the edge of the map near the town of Berestova. These are units which y i 
may use to supplement your regular forces much as you would if you had received a >j 
increase or replaced a destroyed unit. Auxiliary units, however, are transferred out of y: x 
army at the end of the scenario. 

If the course of the battle is going well for your forces, you may wish to try to capture one < 
the secondary objectives that your army is tasked with. Secondary objectives are represents 
on the tactical map by an orange command tent. 
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- : reakout or retreat scenarios in which you must exit units from the map, 

.: units is a critical factor to the success of your mission. Replace your towed 
j:z is your 15 sFH 18 and 20mm(Q) FlaK, with self-propelled versions of the 
r - - - * r.pe. even if their attack or defense ratings are lower. 

; mtage of the special abilities of certain equipment types. For example, 

luiir.» _ i 7 , have the Bridging special which make them more useful than the 

i - - ivy Infantry when you need to get your forces across rivers. 

... ; .tag air power is generally an excellent tactic for protecting your units, you 

- u red in the briefing screen that the weather is rainy, which will severely ham- 
- :-radons for an indeterminate length of time. In addition, only ground units 
:'r:m the map. Therefore, you may want to replace your JU87G Bomber with 
r.aissance unit to help you scout for possible enemy ambushes. 

mat highly mobile equipment types often gain their speed by sacrificing heavy 
i - firepower, so you also need to make sure your units can be protected long 

jpg i 1 :h their objective. Fill out any open slots in your army with equipment types 

: : th mobility and protective characteristics. For example, taking an additional 
4§ artillery piece would be a good idea, as would including the new Panther G 

mm - received in your motor pool. 


i t lRB vi .amine the units in your Roster for this scenario, notice that two of the units have 
E , : s-ground. These are auxiliary units which have been temporarily assigned to your 

r.z you achieve your objectives and which are already deployed on the battlefield 
,«i Su* riming of the scenario. You will not be able to replace them, however, and they will 
ton - arred out of your army at the end of the scenario. 


jQj victory in this scenario is careful planning, especially in the route you plan to use. 

Uhl for example, expect the heaviest resistance at key points in the region such as 

in . and at river crossings. These are often unavoidable, so approach them in force in 
m ; -eak through quickly. Examine the tactical map to find the exit points on the map. 
^ i - 7 ,vo of them, located on the central roads leading off the south edge of the map and 
■ maiiad with a large arrow. To exit a unit, move it onto the arrow. 

: aiming of your units’ individual moves is also important. Keep your units in a tight 
n as you move across the map. It does you no good to have a fast unit way out in 

. • f the rest of your units, or to allow a slow one to straggle far behind. The enemy can 

5 '*voop in to pick off isolated units. 

_rh you are only required to exit six units to gain a victory, it is possible for you to 
- - your score if you are able to get extra units safely off the map. Remember, however, 
n ar score is also dependent on how long it takes you to complete the victory. If you have 
damaged units or they are far from the exit points, you may want to settle for the vic- 
ir u already have in hand. Should you choose to continue the battle, you will be given 
; :bon to quit the battlefield at the end of each turn. 
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BASIC SCREENS, MENUS, AND BUTTONS 



When you begin Panzer General III Scorched Earth the first screen represents an historian's : I 
As you move your mouse pointer over the graphics in the office the text option becomes: rfo-J 
lighted in the center of the screen. You can either left-click on the graphic or on the ter i 1 
the center of the screen. 

Play Scenario 

Brings up the Scenario Selection screen, from which you can select and start a single pk) m I 
scenario. For more information, see Playing a Scenario, beginning on page 20. 

New Campaign 

Brings up the Campaign Selection screen, from which you can select the army commar.: e - 
for your army. This also determines the nationality and theater of operation for your gazj- 
For more information, see Playing a Campaign, beginning on page 22. 


These sections provide step-by-step suggestions to familiarize you quickly and ea 5 _ mil 
basic screens, menus, and buttons in Panzer General III Scorched Earth. 

The Start Screen 


Battle Generator 


Multiplayr 


Load Garre 


High Scores 

Credits 


New Campaign 


New Campaign 


Tutorial 


Options 


Options 

Brings up the System Options dialog box, from which you can choose the game options y . 
wish to have on or off during game play. 

• Animations On/Off: Enables or disables unit animations. 

• Music On/Off: Enables or disables the volume control slider for in-game music. 

• Sound On/Off: Enables or disables the volume control slider for in-game sound effects. 

• Hot Keys: Displays the list of hot keys. 

• Fog of War: Enables or disables Fog of War, your ability to examine enemy units and leace* 
statistics and specials. 



9BK 33 ihf l*3£HHr 1 J2CTDCL 
" fiim i!;. •Jens 5 nr mint ic tz*? \ x 


■tat-j-iafrr 


tee m v —payer Gex 



imttie Generator 



BSoh Scores 

inns J 2 sbe Hizn >r: ~ ^ 

^ The 

\ <%oir the Credits 

■ s - - •• - • 

Eamte. Cxi or za 

Quit 

_ , ■ ^ • : 

Playing a Scenarii 
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... : rial screen. Click on the flag to load the game. The Tutorial section begin- 

PiiifMi - provides step-by-step guidance through this introductory scenario. 

mmwl Qmme 

m:mfs - I-ame Function dialog box, from which you can load a saved campaign game 
OTNui it ' -a campaign or scenario from the list, then click on the checkmark to load 
iiiijut f * :k on the X to exit the screen. 

tmr-jslayer 

■mac . v - Multiplayer Game Selection screen, from which you can create or join a mul- 
H either over Local Area Network (LAN) or via the Internet. For more 

iiiUi:izu£Di: c_ fee Playing a Multiplayer Game , starting on page 25. 

j-: e Generator 

. : .; -_-e Battle Generator screen, from which you can create your own battles using 

1. - l . British, German, or Russian combatants. See Creating a Battle on page 28 for 
■ —ation on creating your own scenarios. 


i ci Scores 

1 . .; Lie High Scores screen, from which you can check out how you rank against other 

!-u - - Hick the checkmark button to return to the Start Screen. 

* the Credits 

4 - - Tedits for the development team responsible for bringing you Panzer General III 

: Earth. Click or press any key to exit the credits and return to the Start screen. 


imit 

\z on this button exits the game and returns you to your Windows desktop. 

: iaying a Scenario 



Scenario Advantages/ 
Disadvantages 


Exit and Return to 
Start Screen 


Se ected Scenario's Name 


Scenario Description 


Scenario Listing 


Start Scenario 



























There are over 20 scenarios 
retical battles throughout the 


in Panzer General III Scorched 
Eastern Front of World War II. 


Earth, depicting rea. 12 ri m 


The Scenario Selection Screen 

t si* 'rr -n ““»* *. =■ 

rs x** - *• - ■ r 


mu*,, 

m 

zm* 


Scenario Advantages and Disadvantages 

either" more challenging'or^er for* vou C ]U,!T ^ handicap level and make ** a 
between two or three settings: Normal, Enhanced W^DecreasedH.' diSadvantages * 

Restricted Leaders 

a i3=s;HSr f -”- 

Starting Leader Quality 

Affects the starting promotion level of your leaders. 



Leader Pool 

Affects the number of leaders in the leader pool. 


Roster Slots 

Affects the number of units you can field in the scenario. 



Ammo 


Affects the amount of ammo carried by all units. 


Entrenchment 

™Schmm ,el * ““ en,re “ h “■ sec 43 -or. information 


Refit 



n.»«n 8 
















rJi 


: r ‘■ me Strength attribute of all units on that player’s side. 


-Q the Scenario adjusted the advantages as 

_ selected your scenario. butlon at the bottom right of 

~ aea tack on the Load Mm*"* mi „d aboutth,r scenario 

.i ? frnonTe “Se Slkmark button, to return to the Mm <*■» 

flllll || — ■ DdUOIl, 

•a■ ‘ : " : Start screen ' 0 tnki how man y promotions you have 

L r •- - - ; 3 screen appears. On this briefmg , Lluding weather con- 

; ave to leaders in your of units for the scenario^ 

naming a Campaign 






Campaign Rating 


—i-der Selection/ 
:, 3 -oa gn Selection 


Campaign Options 

Scenario Advantages/ 
Disadvantages 

Commander Name 


Campaign Description 


Cancel and Return 
to Start Screen 


• p&w7fr General III Scorched Earth. 
„ are two large campaigns, and two mini-ctunpargns m 

ITSffiSS-SSSSrt name. Vo« m cihmge M »•» * I - «* 
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Army Commanders 


“"PX*”- PXoianly :: , 

the Commanders particular strengths anH ’ 1 ^ so sets a default difficulty level :i> 

Options and Advantages/Disadvanlagessettings^Tiie&e options ^ ^ 

Campaign Rating 

?° u h ™* «. _. 
tings. The five difficultylevelsare Levy Green Rea^afriia^^ f 1 ? g are five Quick te " ; 
you want and the options, adSSs Z StS “J T Sim , ply cMck on * e ^3 
Von can Iso toggle to, sedtags individually to increj'or ^ 

Campaign Options 

coordinate his army inTtheatef^operatioT^r* 1 ^ 1 ^ abiUty t0 motivate> influence. uJ 
only three settings, Normal, Enhanced (+) or'Decr 0 e P ased S a CePt ^ ^ C ° mm ° n **" 

Reinforcement Quality 

JSS* ft0m ° ,i0n “ 0,le “ dm x dded - to Commander's pool aS- 

Chance for a Leader Special 

g| Affects the chances of your leaders obtaining Medals (Leader Special). 

Chance for a Prototype 

fcSStS Chance ° f y0U reCeiVing a pr0t0ty P e unit innit delivered prior to histor- 

Chance for Promotions 

Affects your ability to receive promotions for your leaders. 




Chance of Leader Survival 

Affects the chances of your leaders surviving the death of their units. 




'(in 'Haw the Campaign 


rune ta* wheelt. : z-fscmr: 

'*r~mrio Info Screen 



Most Duration Leader 1>pe and Second Most Common Leader type 

QSQQQQQQ '"5; £X"S 

Defense, Fighter and Bomber). These two hnttnrac r. i to®!’ Anti-tank, Artillery, Air 

allow you to designate the classes most commonly generated^heTe^nf the ,f ght types t0 
on the campaign rating. ^ ^ ted ‘ ^ ese options have no effect 


~ srreen appears a: z+zz: 

~e£ng and provides inf : mar: i 
.lays briefing text for the up*:: nz 
r page 22. However, other m: r 
‘Aien you are finished review^ 
rue scenario. 

Review New Prototypes 

Displays Unit Cards ■ 


Review New Equipment 

Displavs Uni: Cans 





















\dvantages and Disa “!! a ” “ff; campaign by handicapping the 

* . _- . _r settings, the lower level affects the A. 

H the Campaign nnd have set the options, advantages 

'. - .-~ed with your Commander selechon. an right of the 

' • ': rifasTou wish, click oni thecheckmark located^ ^ General 

- -he campaign. Click on the f naisn j^ap screen, where you mu 

; -- screen. You are taken to> the Camp^ ^ marked by a flag icon 

;; ;; ES&E& £ * ckraark “ on “ begln *“ •“ 

no Info Screen 



Exit Briefing and 
Start Scenario 


. t+ r»rp<;pnts the scenario 

mmsmm 

rnario. 

fW [feplays^Jnit^Cards for any prototype equipment appearing in the next sceEario. 


*" '£«££. .0,new ^ ^ >” ^ 



















Review New Leaders 

Displays Leader Cards for 




Scenario Briefing 

Restores the scenario briefing text. 


^ r ****»» > you ca 
PMkjajivn. iw. 


Reriew Decorated Leaders 

These awards a^dispkyecfas medak Wh ° haV6 been awarded Leader 5 q 
cursor over the medal dismay S e nteZ ^ 8 ^ Leader Card - - * 
help-text for the special. Y of the special > ri ght-clicking disw 
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m f |W Ktstmg a TCP IP t 


Playing A Multiplayer Game 

if Vm 1 pll Ann/V T A AT r»~. _ . 


— ..w uvj 11 IU Ul I Jill 

If you choose LAN or TCP/IP a list of all th P 

screen with two new buttons, the Host button (anmpen Imd/arri^e Joirfbirttra fh C j n:e " T 3 
To Join a LAN game, simnlv ,11,1^^, .. Join button (hands a 


To Join a LAN game simnlv r ,- t ^ and “«> Joi " **>» (hands 

the checkmark button, which^akesVou^he^n- 0 !* 6 deSired game ’ and left-c^a i 
Preparation for starting the gMe Thls screen Scan.*, Setaton S „L : , 


Play Lan Game 


Play PCP/IP Game 



Proceed to Multiplayer 
Scenario Screen 


Exit and Return to the 
Start Screen 


your IP Address 

1 "W x MV a TCP IP game, me 
tm* r - "" -~i .: ming the ram- i 

P* !a i : to the S3- meam 

Ci * Er -ire. :pen the Netwy* fcidw 
p >’ ;• e that eves you access to m 
address is a string of 


I** ar ms:- find t our IP address us 
fcaiaiws system folder. From th- 3 a 
Mnfickn Rnc OK. Depending m xn 
® n-4 a; several options before me 1 


Host Game 














SCREENS, MENUS, AND 


■sSfc- 
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-; - , h t side of the screen. Every game inust^ buttons for 2 ,3, or 4 play- 

ntil this field has a name m it Th determines which 

; - r ssf bss&ttz 

) our IP Address machine must be available to the 

~CPAP same, the IP address o address of your computer, you 

-:S<he game. ««»*>«“? SSLnS„/cont,olP-^.he 

- na to the Start menu, selecting Sett 9 u Adapter line, or the line for 

- Network folder ^click on the Properties 

r gives you access to the berg separat ed by periods. 

;? address is a string of fo Winiocfa.exe which is in your 

, n d your IP address using a Windows utny c J W | N |PCFG in the field and 
“ folder. From .he Start £e Installed. .might need 

,he appropm 




















On the Multiplayer Scenario screen, the host’s name 

originator, and the other players appear in the line a P P , ears } n the t0 P position as the -m 
screen is the chat window You can type vou~ bel ° W that At the right 53 
press Enter to displaj ycur text B 01 £ p i ye ”Sfs“„ “ tor **"» »««- i 

corner, tee , 

s«i„g „„ page 2 T«to«nf b “ d *H 

15 seconds per action. For example, If yot SSSbSi S? ft * second ^rvals, up i 
the 12 second setting, your turns are i sn ‘ f 7 e totaJ of 15 actions, and you rhn 
infinity for a game with no time limits seconds (° r 3 minutes) long. Leave the button - 

Only .he host of tee game can change tee advantages and dtsadv.ntages buttons, 
hnmrn playS'forTi'mteSpkJ^'gme^the'Al^iS 0,6 “T 10 ' " ,llere are “< enough 

y as m any other scenario See the Mpnrin + o ^ uar ^ ers screen to build your 
for more information. the Head Warters Screen, starting on page 3 C 


fc—Generator allows you to 2nd 
f **’ treating a battle is as easy as a: j 

\ umber of players 

> * r "’ ^ —O number of players you w anr 

leather 

fcfcii nines the starting weather for the s 
wu ^ er is likely to shift over long seen 
mne of year. 

dumber of turns 

' -‘-p ‘.he number of turns before the Z-~. ■ 
‘ side with the greatest number 

Starting Date 

■ the starting day of battle. z~~ : - 
in combination with the 
■ur weather for sunny, bu: 

-n:her is likely to shift to rain or even 9 

Map List 

Scroll through the list to select the map k 
ourse, and can also affect the weath-r _■ 

Player Numbers 

Determines the turn order, with Pia*. - - - 
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rr V? T'lmir 
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*ws ,.U .0 build yom r —'«•— “ mu “ play “ r 
■- r _- a battle is as easy as adjusting a fe 

■" *r£SS5«- »•»—»-—* <** 2i 3 M 4 

>n 'her ., clear Qioudy, Raining or Snowing. The 

: : -*•——° ,,te ba,,ie -“ 
+hmx —e of year. 

MM her of turns t already been determined, 

' Mrti Z 9 sm ^day of battle, y ° U 

- -SSKt ?S£ date in Moscow, as thae passes the 

.is hkely to shift to rain or even snow 

l/ap List T . rhoice of map determines terrain, of 

' durfug longg.m». 



















Side 

U ' S ’ m Ch00Se Which sM « '«!> P%.r is on, either 1 or 2. 

Equipment Year 
Starting Leader Quality 

dom (dice!. * ^ l6aderS m the p ° o1 at either normal, enhanced (+), decreased |- 

Leader Pool 

Toggles the number of leaders in th* ,, 

random (dice), the p ° o1 between normal, enhanced (+). decrease: 

Roster Slots 

~“ ° f — - » * — Mw..„ 6 Md 27 , „ _ 

SHlHrr G eSave button at - 

=mSSSS3sSSSs 2858 


The Headquarters Screen 




I* «r t— - -1; f- ; - 

P*-. 1 i” -i 

P I* „ 

I *«• «HI ;; - - 2 - . - 2 '. 

»« ® tr- ~ zi~ i .ze s"~r~-: 

\mmmrn~-: • v. -- ;v .- 

W" ■ •" — ------ -•- 

f mm »&• :■ ,-- 2 ; -. 2 - 22 - - 22 ,- 

i ::x .ri- 

D t» V;- ;r Poo] J eE: 

i «iesa »Vne-.er mere are mere 

lllHlll* ,, - 2 ~ , - ; 

U*c n me _ea:er s Ter.:, ur.de rream 

lMr -- - - 

® 3- acpos: is the Leader P.ev'e"-" 

f r-»i'T"i,r leaders on the Parade Groa 

seder's Tent 

l *** tapper-right comer of the screea 
r - * ot the tent con tarns three 

on any of the leaders 4 
[ »**hl Use this to examine leaner 

Case - Promote Leader 

y»n ber of actions a leader can pal 
■■P* 1 to their promotion leveL Da 

to promote one or m: re « 

Medal Case icon 
of promotions a\ - - ; . - 

' leaders, either fr 
und. To promote 

‘ n.: ted once per scenario.- the flag pj 

: ifle and Pack - Remove Leader 

eft-clicking on the Rifle and Pack .::: 
-t cursor. When that lead 
ns ar © lost. During campaign gm 
rs if your leader pool is 
more experienced p- - 

File Cabinet - Rename Leader 

-■licking on the File Cabinet - - 

Leader cursor. If you then 

ears allowing you to ch 

er and then click the check 
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•;;; S?nd leaders end review the upcoming Mb. 

... T een resembles a bivouac neeu- are the® Command 

■ 3 of the left side of the screen _are & rQW of new leade rs waiting 

- - • side of the screen is the Leader s t the Motor pool Tent> or the 

« Pool Tent and Leader s Tanw “ t *Lt^e’wes of e“ulpment‘avail. 

“ > h '»"® h *• ch “ 

.. . i .»>. the arrow g - c thp rhanae Sort Order button. Choking this 

r» r, - ider’s Tent, underneath the arrows, is th Ch J level The bottom button 

^■SSSSf cS Ss,gu displays np to cent, of you, 

ers on the Parade Ground. 


_ - S Ten t t0 flve leaders standing in a row. 

---ight corner of the screen is a sm Leader Remove Leader, and Rename Leader 

i the tent contains three choices Promote ^' d ^ in the Parade Ground area of 

: their promotion level. Danng; and m t^ e JyJ ial performance, left-chck- 

— to promote one or more le ^ de the cursor into the promotion cursor and 

- Medal Case icon in the Leader T Qn the Parade Ground. Left-clicking on 

- - -r of promotions available pop up as red g Tent, moves him to the 

’ " "vjr leaders, either from the Roster onthe red'flag to front of him. A leader can only be 

SX ;*Z W out if you try to promote him again. 

.Cursor When that leader is removed from yourjea ^ ^ of your i ranking 

' »ws die « *• “ be “ ” ,h — p0 ■ 

: y more experienced personnel. 

- le Cabinet - Rename Leader turns the cursor into the Rename 

--clicking on the File Cabinet icon in the’ on the Parade Ground, a dialog box 

-sicr cursor. If you then cUck on ons^y n ,me. CUck on the test field to renorne your 
















Russian 1-16 
and their pilots 
awaiting orders. 
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The Headquarters 

■■P if 
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ft , * 
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Command Tent 

builder 0 Md m aJlto T Slwn n Seslom ^ game ’ r6View your a ™y roster use - j 
change game options. ^ *° mana & e ^ army, receive J ZTle Set /3 

Table Map - Campaign Review 

^ <=—, ,„* dtog vlctori „ J 

Weapons Rack-Auto Build 

Instructs the AI to build the best units it can from the leaders and e • 

Bugle - Auto Breakdown 3t hand 

army as^oTsee fiT® *** rem ° VeS them from th ® roster, allowing you to reconfigure „ 

Filing Cabinet - Options 

Brings up the Options panel: 

~ SaVeS the 9ame in the QaickSave slot. 

Load Game: Loads a saved game. 

•Save Game: Saves the current game. 

•System Options; 9! Bri^ p °2l < ^ I J a o^ V,n9 SCenan '° information - 

r:r' i ~ t ~~ onw,eI9 ' 

- — - •” - E<m SM _ 


Cr* 


rmmmd 
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Bar 



"*tjK jcmz z ~~:rr- ~. 

'"*ea~ xjtc: j—: heahti 
■**J*uHd IfcanBond Icon: *»_**“>= 

tam nc _s displayed : - is 


life?* and Type 

txm :> one of seven! 
— r ns nass. For exampj 
r r 109 and a FSV 190. 


li?ader 

leader has a class sne 


** L i'-' -ooks different fr: m a, : 


Level of Promotion 

Vv: to the leader icon are ; 

~-sponds to the numfcr 
v ±ree levels, meaning the-. 


Roster Slots 

--- army is made up tn-e i 
- -~dve roster is controls:: ; 
s of a campaign. I: 

.ast. then th< . - 

Tent and their equipment r> 
major victory in the prer. : : js 























' *”* W -wpes are displayed 
B? - ; ruon of the screen. 

PJJ „ - starting on page 45. 

~'" S " r » „f .he screen is 

- :i::" w «. * — •-— 

_ H emotion level of the unit's leader 

I^amondUon: Number of actions remaining 

- - displayed on its own tab with the following ic 

.. ass For example, an axis ng 

"to and a FW 190. 


(t "111' 

lililllc ,l, 

lit,:: 

ill®!!; 


R®iNii 


ruber 


r-oflpct this. An Infantry 

* ader has a class specialty and the different leader icon 
... - 0 ks different from a tank leade . 

--ponds to the numbero { rm two or three actions. 

- ..: e levels, meaning they can per 

0S if r Slots available in the sOi™ "^ ^“Sd’in’beWeen sce- 

— sM,sa ”* d * 












Show All Units 

Strategy Map, 
Options Panel . 

Cancel Last Action 



t~1£r -qj 


Oorr anr ^ 


En M°f p,0y End Turn 
Mode 


“ e arrow key* t0 scr0 „ ™” “J Wing , he cursor to , he v,ew » or out b,- 

* mS ?« d •WSS m 

d press Ctrl-G to toJll L u * 6 map 


z sS ^ss»=ili 


Movement on the man k 

f een to show where It canlT ^ “Anient SST ° H * e map ^hha Z J 
appear with a red highlight. ta Hexes containing enLy e ^s7 h h ! 8hIighted in ^ 
There are also move / a can he attack-: 

«»f g h £E^ 

Ilier ea this way. 




fcfliHk 


Displays 

- 1 — - ~e small m/o c 

p ai-: Mo»e attributes On 
indicate the maria 
■a* rra: ;h e equipment - 

Tr : ’ ZAVe en ough action; 
■•*5 are replaced bv veDow 
IHr ® aes ^ damaged' ana n 

r *rs Display 

- ■ - -ght side of the smal • 
or ders that units rece- 

jrr. unit is capable ora: 

n se type of equipment and 3 
' r a ust of the orders and how 

nil Roster 

r bottom center of the 3D r 
r 'roll buttons to the- 

• “d using the Change Sc- - 
ier’s promotion lei 
- -'-her information car.: - ; r 

• Te selected unit is displayec — 
* tMits with a gray backgroune erf-, 

• -nts with a red background h a.? : 
' Units with a green bac<:-;_ 

• -‘its with a dark gray bac«-~.- - 

Other Controls 

>even other buttons, three in v - 
right, and the one between tre 
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. ., nits within attack range of the active unit have a red highlight in their 

f . p piimhie targets Moving the cursor over an eligible target causes it to 

f t 2 ! number to each side This is the combat cursor, and the num- 

unit can inflict on the other, friendly 

2Mmv damage on the right. Bear in mind that this is just an estimate 
r . 1 5 t e “” y , J JS1 real Lulls can b. much different Left-click o„ Ihe 
. ed and the combat proceeds simultaneously. 

''immmmnd Panel c 

E 

• : over to get information about. 

DlSP 2, iT1 fo cards are two rows of lights which indicate the condition of your 

■ ^isssssi 

El; ms 

Display of buttons. The top row represent the 

- 

[ , . -; pe of equipment and promotion level of the leader. See Orders , starting on page 5 , 
® - isi of the orders and how they are used. 

; >her information can be determined just by looking at the roster bar. 

• “->5 selected unit is displayed with a yellow background. 

. _r*cs with a gray background either have not moved or have actions remaining. 

. .nits with a red background have taken some damage. 

• - : ts with a green background are undeployed. 

. 2 with a dark gray background have used all their actions for this turn. 
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Cancel Last Action 

Any movement action can be canceled as long as the unit taking the a cz i 
reveal a previously hidden enemy unit, or engage in combat. If this opt: r s 
able, this button is lit, otherwise it is dark. 


Options 


This opens the Game Options panel. See Filing Cabinet 
complete list of these options. 


Options on page 


Strategy Map 

s w m. This takes you to the strategic map where you can review the entire battlefie. 
tf SI a birds eye perspective, to locate objectives and plan your strategy. The dia~: 
W with a gold outline are the locations of primary victory objectives, while thos- 
a silver outline represent the secondary objectives. Triangles represent airfields 
cles show any towns that are worth victory points, any visible Allied units are display -: 
orange-bordered tanks or wings, while Axis units are displayed as blue-bordered tanj-r - 
wings. The color of these symbols indicates which side currently controls them, with orazsp 
for those locations under Allied control, and blue for those under Axis control. Left-clicof 
on the map returns you to the 3D Battlefield at the location you clicked. 


Show All Units 

This triangular button brings up all your units in a roster panel. Clicking on one of the unns 
automatically takes you to that unit on the 3D Battlefield. 


Headquarters 

Displays the Headquarters screen. See the section starting on page 30 for mor- 
information. 


Toggle Deploy Mode 

If you have undeployed units you created in the Headquarters screen, this button tog¬ 
gles the 3D Battlefield into deployment mode. The locations you are able to deploy units 
to are highlighted with brighter spots and the cursor changes to the Deployment OK 
symbol (two curved downward pointing arrows). Any units available for deployment 
appear in the Roster bar. The unit selected for deployment has a yellow background, simply click 
on any of the highlighted hexes to deploy it. If you decide you would like to place the unit in 
another spot, you can click on the unit again, putting the unit back in the Roster bar, and then 
select another deployment spot by clicking on another highlighted location. 



j ime Turn 

-- General III Scorchei Ea 


:nationality, the turn number r* 
"-•5 leather 

*-c number of roster slots a,= : -=:.e 
nory Objectives 


u can access any and all o f y: ar 
r_:. then move another unit an: z 
: ns on what unit can move : r - 
ith a unit is the number : 


End Turn 


1 of its leader’s actions, the u_i: 





If you have moved and fought all the units you can, left-click on the red arrow but¬ 
ton to end your turn. You will be asked to confirm your decision. 


Actions 

The action system is tin 
ers to utilize the abilities :: tbe 
demands. Each leader has a 
can use a Fire or Move a nr— - - 
dependent. Each leader star^ 
you promote them to higher 
on page 45 for more informant a. 













Juggernaut: 
Soviet amor 
on the advance. 
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.TTTOBE 
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me 

-ad 
m rr. 


Ilffr 


;n explains many game 

Evrth. 


concepts and functions integral to Panzhk Genhrac HI 


^une Turn scr eenatthe beginning of each turn giv- 

, NERAL III SCORCHED earth displays a status screen 


tonality, the turn number, and the scenario length 

I** weather 

€ ^mber of roster slots available 

Objectives battle turn. You can move one 

*■-- access any 

SSSESSBsbs® 

- the roster changes to black. 

* tint IS tit QrnRCHFD Earth, allowing your lead 

- cage 45 for more information. 



























Deployment 

Victory Conditions 

Sr~"“*s®*sr.- 

«t.£ 7 ?»M? 1 r™ i ^T arl ; brMns ' yoiir prima,y ’**»» “«<u«»n S 

scenario, all remaining hexes are considered captured mid to s S2 e!d s ' “ * 

Victory Screen 

~£T b rca-; “s„» s~,*r r 
Kff.ssr for vi, ~ -*• "■*-* 

Movement 

S=»S , S=HS=?5“'““ 

iii^ssPS 

=SE5Ss“SSSS“ : 

ESS““?-’ s ~s=?S= 

ssssffflt-.vs- 


minishing Movement 

ugh a unit can move multiple times 
released range. Listed as a p 

augment ft _1st_2nd 3^ 

“> Of Initial 100% 75% 51% 

. 

movement and sighting rules continue 
' =: Recon units receive their first m: ve : 


Zone of Control 

f “:e six hexes around the hex a unit : * 
mit must stop upon entering an enemy Z1 
: Equipment class special). This means : 
~ :ve directly to another enemy ZOC hex 
-treat through an enemy ZOC; if they ha* - 

> :e, however, that air units may only e£ 
Kert ZOC’s on other ground units. Air Dek 

Movement Types 

Each piece of equipment can have c re ;: > 

Track 

This is movement in vehicles outfit: : 
ravel. The actual vehicle is moved :r; n *_r 
movement on screen. 

Wheel 

This is movement in wheeled vehicl-s 1: is 
greatly diminished over rough terrain.. Am 
. truck and be moved from starting hex * 
on screen. 


All Terrain 

This movement is commonly used t; re: r 

Air Movement 

.Air units ignore control of all areas : fits : 
set for each piece of equipment. Air arms : 
at an airbase. The unit must move to fits rn, 
units must move to the hex over the targe: 
ground units. Air movement and air : nr i 

Alpine Movement 

Certain specified Infantry units hav~ spec s 
(the cost is much reduced). 
























Baabing Movement movement after the first has a 

— Listed as a percentage of initial rang 

JM -** 

100 %. 


25%.. 


1 hex . 


Control , liri i+’ s zone of control (ZOQ. A 

around the hex a unit 0C “P 1 ® S ( Snowed to ignore it because of Leader 
, o upon entering an enemy ZOC starts in an enemy ZOC hex can 
tor-.- class special). This ™ e “ S h b ^ it mus t stop there. Friendly units may not 
. - ® another 700 %: diey have^no path of retreat they are destroyed. 

« ' - * “ eMmy Z0C lf ^ t ", on air units, and ground units my only 

-ver, that air units may onlyexert-ZOCs —• — 


> on 


*5 on — - 


Z have one if — — *"* 

£-5SSi«MSiS , ~'TSSSSSSSSi 

3 U Knent on screen. 

•'"Movement in wheeled-elude, U>s good = ^S fn*“ » 
m screen. 

^Jmmement is commonly used by recon units. 

Movement those of enemy air units. Ranges are 

units ignore control of all areas of the m P P must still resupply and refit 

: -■ r each Piece of equipment. Air uni*.do action to resupply or refit Air 

. airbase. The unit must move to the b ^ and spend another action to attack 

S7S°Ii“ — «dt — »» — •>, .he weather 

- ho™ spec. — —* — “ d ^ Kmln 

-e cost is much reduced). 
























Movement 


The dangerous iaS 
hide-and-seek H 

°f city fighting. | ;J§ 


Air Transport 

’SZL m r " ths - 

Infancy uniJnomal l, ^ destinati °u- Whatever modf " ^™ t0 tUrn int0 an ^ 

Air Drop 
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lnits and Movement 

lipment in the Air Defe si 

- :•*: another using either wheeje»: 

- ~eir vehicles if ambushed The? 
tssmount automatically, using the 

r d in combat they will use n r ; 
ked or wheeled m 


WiKiW 

Movement Interactions 

Terrain and Movement 

•long roads. cost °" — »«ps. grouod unit's mowJS^SucE 

Ambushes and Movement 

unit will ambush the^oling C ° ntaining an enem y unit then that 

mmmmmmi 


• :tting and Movement 

Refit order cannot be per: 

' der is chosen then the un:: :zijl 

Combat 

« combat system in Panzi 

\cquiring Targets 

-clicking on a unit on the 3D BaidH 
' — at the bottom of the screen, snaps 
the equipment has at leas 
:-ted in red. Units must n- 
. united (+) in the Advantages 1 -sadu 
- combat. See Combat Res< 

If the attacking leader still has a ;n: ns i 
Fire points available then you can r:er 
tinues until the leader is out 
that each time a unit fires in ti - 

-Ail of a unit’s Fire need not be . s 
or more others, and come back 






















. l'nits and Movement Anti-tank classes; mus towed ^ 

. oment in the Air Defense vehic les. Jowed umts wh^n ^ action 
Mother u ® g m e i r e r They^must either manmlly disme u {orm , d 

; “ =idep, “ di ” 8onwh * 
’-^keX^hSdiiovement. 

. - at the bottom of the sere ^ attribute left, then a y 8 ^munition is set to 

: %?^£zzss£$l tftf. • **- —““ 

-1 i. t, Q iicp(] flit 0116 tlulO, j 

iiz2£s£‘»** tm " t 


















S : .ss;=siis=j^' 

Line of Sight gets ’ weather permitting. 


Line of Sight 

StaS?Sthavfa dear'line Ch f Un h has 3 360 ' d ^ 

Combat Resolution S "“ C ° nc ““ s in * 


C6rtain SKps Zlj'Sir*® The process is “»«»<% simultaneous :. 

ru„„l e ^ 


‘ l,e r tan * KKs p Zu,t re r ning ““ «■ ■* 

formal Attack y res P° nse can occur. 


Normal Attack 

run format on the game CD. an be fom d in the Uni: 


Damage 

S^TS t 5 * W “' h ”«> level, with ,„ hiB , 
tots or equipment daLl n Ajny Gaining hits can be annlipH y h S SCOred a ^ ainst 

Move attribute. g ' Eqm P ment damage resolves as either damag^to S £ PP p? ssion 


or 


Retreat or Death 


How Damage is Displayed 

strength ata fancf^ diSpkyed at levels of damage to help you gauge their 

1^!° 25% dama9e there is no difference, 
with damage up to 50%, units disnlav n n(lf 

• With damage up to 75% units H‘ i ^ Smol<e 

• » damage gL, J A"* 

• me Strength attribute bar wili m" S ^ ^ 9I3y 3mofce and flames - 

« JSSSSar*-* — - —. green fcr 


of Combat 

*toi!i: -min details special combat s;r_i 


Attacks 

«re three forms of ranged atta in 
-ran be more than two N— 


- • fire or attacks by air units 


is that can fire indin 
five hexes. In all ;ases, I 
-: -s one hex distant (there is no c 


ked by ranged fire cr 
Tank unit firing tw 
~ only have a range of one 1 i/nus 
:r attack reduced by halving the 


Assault 

- assaults represent the assault an-: 
■•wiched units and units in d:: 

1 he opponent and terrain - 
■ assault. All attacks agai si 
- ' assault. Attacks against 
would require a cl s 
rtack and defense. 


kir Attacks 

-- ^nits have limited attack options N 
• : Fighter is given four or five 
- must be adjacent to an aerial - 
r and units, the air unit must 
-'as ground units and attacks are :r:- 


Friendly Protective Fire 

'’•.rile on defense, artillery units ir.u. nz 
.raHery unit may only fire this . 

—d have ammo can fire in support : a 


P« 


Reserve Fire 

.his allows you to spend an action : r-se 
Automatically taken if there are left 
md of a turn. Only one reserved fire in.: 
tader or class specials. In combat a nnr 
oamage before the attacker takes his sir:: 


Diminishing Fire 

Although a unit can fire multiple times 
decreasing levels of damage. The tails : 

Shot 


Effectiveness 


1st 


2nd 


100 % 


75% 














ippnf j j Combat 

^ f - details special combat situations. 

Attacks , p* artillerv’ direct fire from Air Defense 

r ;V :S1'3tTCexls >'U and .tanks from two hoxos away by on® 
■ft! -sr. zrd fire or attacks by air units. 

1, , • a one hex distant (there is no counter-battery fire). 

. snacked by tanged ft. or » STno?S’dlS 

r ; - ‘ 1 'iet«e g .f‘SS i ». long range (Two hex., for Tank untts) 
I- 5 xl^k redS b, h A the number of sbots the urn. takes. 

::: 

■ - assault. All attacks against s ron £ y it or rou gh terrain (woods, rough, 

: sssriiSSM 

'nr -rtack and defense. 

KX Attacks Rnmhpr is allowed only three Fire points 

■ mils have limited attack options- or manner as ground units. Air 

, : , Fighter is given our Oi"mdt. an .Back; in order to .Back 
^Sts to'”-'tn“, be” Sam. hex. Targets are highbgbted in Bre same m.n- 
: ground units and attacks are ordered in the same way. 

■ nendly Protective Fire rt of friendly units being attacked. Each 


Reserve Fire , in combat . This is a default action 

- ns allows you to spend an actionto reserve the fjt £ t available t0 the unit at the 

momatically taken if there are le o unless modified by 

ZSLTJti S3 are ti bis shots «rs, and ft*. 
: image before the attacker takes his shots. 






















A Panther takes 
shelter behind 
piles of rubble. 


X& T FOr 6XampIe ' if a mit fires at a ^in¬ 
effectiveness. ff you tere Sc /ZfxTl ^ **“ als ° flres at 100 % and then 75% 
at 50% effectiveness and the enemy would fi™at® 100 ? S£h“ W0Uld 

previously). If a second friendly unit were to fire at (lf !\ had not 

50% effectiveness. 1 the flrst tar 8 et 11 would respond with 

Entrenchment 

sriS’i’sss rs r? ““ 8h “™- »■ »»» 

K „„„ zztj s , ::“s k o B s ntrenchmeM ,re * <■-” » f 

"™ ,l,ead, ent,e„T5 SZSCr f’V be81ns * s “‘ 

Units automatically entrench at the end of the turn 1 E ^ ach at ai y tlme dur ing the turn, 
provided the unit leader has at least one action ET and so on. 

actions remaining and Teuni?hasnnfrllf t end ° f the turn ' Ifthere are enough 
entrenches further until the maximum is reached h tafamrra a ndXti ® n ? en< * ment level > il 
to level three, while other units can onlv ontronZ + i V and ^ ntl ' tank umts can entrench 
« ta. force close “ 



N?.MY MANAGEMENT 

: - Ter General III Scorche: ~ 

z -r^uipment. This section cezazs 
Ijwr mils, the capabilities of your eqs 
fib-.. .:hin the combined-arms p r.z : 

.waders 

li .: rs represent officers and n or.-: z 
B~~: rained to command a parhczrz * 
■ . are promoted. 

~assigned Leaders 

■z assigned leaders are the only w a;. : 
Ife unassigned leaders are the r; -a : 

i izuarters screen. New leaders are z 
r _zi equipment preferen 
>zring a battle, the leaders in the -e: 

can add to his army. If a 
u : .ace a leader from the leader p ;:. 

. - a new unit and add it to the a :zz - : 

: ztional leaders are pro\ided : r - 
lain in the pool from the pre\1oos 
■-: -iced by their count. Therefor- : z : 
er use before ending each scezar. 





































y MY MANAGEMENT 

E l SSSSSSSSHss 

J Ji,! • -in the combined-arms principle of modern warfare. 

waders 

in • are promoted. 

' wa, » ‘SiS'S 

:; d«s z 

- --1. equipment P , ref ^™ theTeSde^pMl representthe sum total of reinforcements a 
- - - a battle, the leaders in^the e P 1 p use the Headquarters screen 

fr “ the m0 “ P00 ' “ cte ‘ 

., = new unit and add it to the active roster. 

. ::do„al leaders are provided prior to s ™^ b Hf P1 new leaded «7,l‘.‘bleTs 
-use before ending each scenario. 
































Promotions 

motions available. S 1 towns can “crease the number ; 




Leader Cards 

'SSLS. Sm '"- - on . ™„ to a 


S r er n r “ “ •>» 

any kind of equipment but a Iparipr o CO - m j • A leader ean be assigned to comm: S 
awarded a Leader Special ability and eainfnn type loses the opportunity t: >J 

already have. If the Restricted by Class game option fs activ^ th7 Leader Spe li ials he 
against type loses all orders except the regular five- Ralh r* ^ c ° n ™ ander assign-:! 
Dismount from transport. ® Pesu PPLv, Refit, Entrench and I 


ss 7™° ™- n,s <« »< s > ml p: . 

Acfions are also used to activate veteran orders which ZsoecfflcZe "h' r,8 “ 1 " 
and give the unit benefits for a particular kind of action. f h eqmpment ckss 




Leader Specials 


*a r„rhL r sss aisx 1 tszzx?* — a ^ 

iber of German officers prio“ M S 8 "* * Leader Sp ““- ™P™tihg the higher cd- 


‘ S ™* d » « *> O to«l on 
With generic benefits. PP th ® leader earns a second s P e cial, it is one 


► r jn Vmr 


!» TJpT-C 


“at Class Sped 


IZZ-lrS to me . ~~~~ ~ 


mimi i dc se assa 


. applies to the .amt 
mutir : rang the enemy mmr 


► Sfcwron 

wd*~^L applies to the ?.ec: 
*c Spotting Range. 


a Taring 

Bii saem appbes to the Anita 
~ -'trenches) to the izaxz 


[ Esnert Support 

IThz sternal applies to the Arm 
Hoe li i dditional support fire 


SsfcLrpshooter 

pb special applies to the .Air Dd 
| i ncreased attack range. 


ia^ieyes 

ial applies : 

ii._ range and avoids the it. 


C Weather 

“i -r special apphes to the B:: 
st conditions and 


j neric Leader Special 


-zarressive Attack 

Us leader’s strength is on the< 
- racking. 


-termined Defense 

"ms leader’s strength is defers 


ir fends. 


s Lxth Sense 

This leader knows his enen*. is 


















,-cific icons for the Leader Specif d Jf pl ays name ° f the 


- if Class Specials 


MB 


. , f an trv class An, tattles this lead™ tas «lft *#«*"' “ emles 

. ( . -olies to the Infantry class, tv. y 

Lr.d (close assaults). 

P , the enemy unit to surrender. 

r~ 1 !T“ppUes to ft. Ke.cn d- An, B— - - “ ^ * g ' e, “' 1, 

- :ting Range. 

.. ning a t -tank class Any Anti-tank unit with this leader automat 

I» ^“A'SSSS-i--—■ 

' ' UP a P ppL to the Artiller, .to. An, Arffl.r, unit »>h ** 
nJ!, ■ iiditional support fire. 

■««.-'hooter d Any Air Defense unit attached to this leader has 

.. ::a l applies to the Air Defense class. Any 

- - - tied attack range. 


l-lcyes dM8 My Figh „ r „hod to tMB leador improve, it. 

« fm •* lres,,v * f,r ’■ 


Ml Weather Any Bomber unit attached to this leader ignores 

l^neric Leader Specials 

-rressive Attack inflic ts more damage and takes less when it 

- .eader’s strength is on the attack, his unit 1 

.lacking. 

termined Defense less damage and inflicts more when it 

.. leader’s strength is defense, his unit ta 

upends. 

' Ath Sense is near he cannot be ambushed and ignores reserve fire. 

~, L5 leader knows his enemy is near, he 
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Germans attacking an 
entrenched enemy target. 


First Strike 

Using superior tactics, this leader 



unit always fires first (unless the enemy has the s 

"ttribute potato CaSUaltieS: this leader '> 


special). 

Resilience 


Influence 

This leader has political pull with 
(increased Strength). 


troops kn 


HQ' he 3lWayS has more tro °Ps than standard size unis 

Fire Discipline 

amm ° ^ ^ the ^ ° f troops (excep- 

Ground Taker 

Due to infiltration tactics, this leader's 

Mountaineer 


'^Jed Recon 

' imed in recon work, the unit attached : 

■ -con Move 

- ays ready, the troops attached :o - 

'ink Hunter 

Jecially trained leader boosts 

' treet Fighter 

specializing in city assaults and ana ;,_s 


ness of his troops in close-ass 


'verwhelming Attack 

' ne ability to concentrate fire com ers ±_s 


" s attacks often force retreats. 


Infiltrator 


sMs *■— in«, e „»„ and he is an 


roaster of stealth, this leader simply bvjNi 
"as no effect on his movement. 


Blitzer 

runs enemy units as^f they were Warfare> an T non-armor unit he 

Assaulter 

This Lade, uses hls toops ^ ^ ^ ^ 

Aggressive Maneuver 

Memorizing ih, lay .Ohe „nd *ws L,d«, * Ws m , s _ 


commands over- 


Camoflage Expert 

^sing special techniques, this leader ran - 2 

Ferocious Defender 

1 rained in the art of fortification, this leader! 


'were supporting the battle. 


as the order is given. 

Overwatch 

This leader always prepares a killing 


friendly troops, providing the attacks: _s - - 































Am oflfiffc Expert , , 

\ - g special techniques, this leader can make any ground unit harder to spot. 

^edTthe art offortification, this leader’s troops are at maximum entrenchment as soon 
die order is given. 


Overwatch 

This leader ah x . 
iriendly troops, providing the attacker is in range. 


This leader always prepares a killing ground: his troops provide support fire for any adjacent 
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Devastating Fire 

Knowing the weaknesses of all enemy units allows each of this leader’s attacks to hit - J 
effectiveness, meaning no diminishing effects for repeated fire. 


River Assaulter 

Experience has given this leader an understanding of river movement and attack - 
quicker across a river and can attack out of a river hex with no penalty. 

Shock Tactics 


therest of the e turn nemy m ° rale ’ “ y Suppression caused bythis leader ’ s attack remains 


Quartermaster 

A scrounge, this leader’s troops never feel the long term impact of multiple refits. 

Sharpshooter 

This leader has trained his troops to fight at long range. His attacks are not reduced bv rar - 
and any short range equipment he leads fire as if they had long range equipment ‘ ‘ 

Smart Gambler 

Luck is on this leader’s side, he never inflicts less or receives more casualties than the esn- 
mate (not counting the effects of support fire by hidden artillery, of course). 

Skirmisher 


leX n s S unitr 0PS SPrea<1 ° Ut CaUS6S 6nemy fire t0 be l6SS effective than normal a g ain st this 


Fast Assaulter 

sTppoSfire attaCk faSt6r than n ° rmal l0fantry ' the Infentry attached t0 this leader avoids 


Liberator 

Always the hero, the troops attached to this leader gain publicity (twice the victory points) 
when they capture enemy population centers (villages, towns and cities). 


Supply Training 

Extra ammo always helps; the troops attached to this leader have +4 ammo. 


Survivor 

Always planning an escape route, this leader wifi not die if his unit is lost. He will return at 
the beginning of the next battle. 


Night Drop 

mWoitn! ^ What they Can t , see; any P aratro °P unit with this leader infiltrates without 
interference from enemy ground units. 


Death of a Leader 

When the equipment a leader is attached to loses all its attributes or the unit’s Strength 
attribute is reduced to zero, the unit is destroyed and the leader has a chance of being killed The 
unit is removed from the active roster and the appropriate slot in the active rostefis opened 
When an equipment is destroyed, the leader is killed unless it makes a survival roll gener¬ 
ally a one in three chance. The survival roll can be modified by a Leader Special ’ g 


T-ders 


"Tl - represent the leader’s ability ; 1S>J 
m * .eader actions to perform. .All leader 
■"Tiers. Leaders bearing the class :::r. :: z 
:he use of veteran orders. 


actions a leader can ordt 


• : Attack an enemy that is withi- range. 

• «*ove: Move the unit within the move-e - : n 

• «*gular Order: Perform a special acr:" 

1 :~ount, Entrench, Rally, Refit a n : -m.: 
inscriptions start below. 

• »eteran Order: A special type of orce' -* t-h 
■ imber of veteran orders available tc 
-eieran orders may only be done once pe* zjt 
start on page 51. 


_ tiring the game, you can get a descr.rr r 
: _uon in the Command Panel. 


Regular Orders 

Dismount 

Cost: 1 action. Duration: efe-rs a 
(artillery and anti-air) to be —' 
towing vehicle) is susceptible * 
can be used repeatedly in : r.c r_rr 


Rally 


Cost: 1 action. Duration: effr-rrs ii 
troops. This comma:, 
a unit’s non-destroyed Strengrh 
can be used repeatedly in r. - turn 

















r ;-ts 


'Resent the leader's ability to issue ««J “. 

I :v- iS‘SSSsM^Se« they hae, been put * —d o, 

B e use of veteran orders. 

M =1 actions a leader can order include-. 

The be. ^ orders »: 

sis* isz -•—- - —■ Tte< 

options start below. . , As a unit's leader gains promotions the 

■ --an Order- A special type of order unique require more than one action. 

urng dieganfe. you can get a description of a particular order by right-clicking on an order 
- -.in the Command Panel. 

Regular Orders 

- m °Z 1 action. Duration effects are 

S K B ° [ d * m,S • *° ‘“ kei Th ' S Md " 

can be used repeatedly in one turn. 

Cost . 1 action. Duration: 

can be used repeatedly in one turn. 



Rally 





















Entrench 

Sows ^ e f 6CtS are immediate and last until the unit moves E - - 

lows the unit to dig in. A unit can move and then entrench Thic nr^ 


Refit 


Q fol ™ d « a ™?teS™d„l!™5 to eff ’5‘ S 8 f 0t H 


Resupply 




-S£;s2;sri sst-sr™ - 
»r„s s sr t sis* - « srzz 


Veteran Infantry Orders 

Patrol 


CaLt^^ 


Camouflage 

Cost: 1 action. Duration: until the unit moves. The unit beromps mnr-h h a e 


Infiltrate 


ssrssts 1 -- 


Surprise Attack 

—SSSS:sS’"iCoS “ , h f a ‘r ge bon “ s “ *»• 

unit attacks. Best used against populated areas and entrenched enemies^ ^ ** 


All Out Attack 

Slltf ° n ; ° Ur J at i 0n : through y° urnext attack. The unit has an enormous bonus 


to attacks but its defense is darned to aTrge del?T^unY53T ^ 
Sit attacks° rS ^ SUppreSSed ' The ° rder c ™ be taken bacfaTrS 


wmm jjl/j Tank Order 

■tom 



kl 1 action. DaraH 
-t-r back and the e 


.K**H 

Cash 1 action. Dura: 
issuing this order : 
n Tease in the defe 
: combat. Best usi 


-rchment. but war 


Cost: 1 action. Dura: 
*-uken by a unit dinuz 
effectiveness of tre 
enemy. This order :e 


k-: r e Attack 

Cost: 1 action. Dura: 
bonus to the unit s a: 
very effective if usee 


liiiz Attack 

Cost: 1 action. Dun: 
(large bonus to the _ 
presence of the ere: 
move or combat 


eteran Anti-tank 0 

imouflage 


Cost: 1 action. Dm 
enemy units i 
order is issued. Vser 


\mbush 

Cost: 1 action. Duran 
an additional re sen 
exhausted. The efe: 
Note that vou suh r - 


Quick Setup 

Cost: 1 action. Dun: 
after moving. H: v. r 


Preparation 

Cost: 1 action. Dun 
tank gun to fire fir 
cannot be taker ran 
























" ,i, " n . , . „„tii vnn move If vou move before combat and after 

1 action. Duration: lasts imtdyoumo • y prov ides a moderate 

„ ,,g this order, it is rescinded £%SZm tf the unit has been 

■rease in the defenses of your uni. npmv an( j can be used in conjunction 

: T,Z em i£3 i SVe enemyhas the high ground it becomes ineffective. 


2m ' : : i action. Duration, effects are mim^ate. NormaUy the ^ rggets the 

8 s -—* — >»—-- 

_ - emy. This order cannot be taken back. 


3 


: ir Attack attack The wedge attack gives a large 

I* ',n bach offer combat. This can be 

very effective if used in conjunction with aimed fire. 


action. Duration: 

8 cannot be t.hen bach .her a 

move or combat. 

teran Anti-tank Orders 

m Cost 1 action. Duration: moves after the 

SCSu ’o‘ setting up ambushes or biding in woods. 


kZibush , , ,, pnPTTW turn This gives the Anti-tank gun 

a Cost: 1 action. Duration: untdtheend of * y j ter which the orde r is 

an additional reserved fire. It will fire t ^ order has been given . 

sr- - ■—— r,re - 

;tuick Setup turn The unit automatically dismounts 

C Z H D ow““ to unit will suite, a small decrease in its attack effectiveness. 

Preparation k This comma nd allows the Anti- 

51 t°t sun tofoe firsUnthe next combat and get an enormous bonus to its attack. This 
“ cannot be taken back if the unit is involved in a combat. 














Russians on 
the defense. 


Fire Brigade 

Si P rov ide support firetftfie enemy fsSffhin hlS C ° mmand aUows the Anti-tank r_- J 
friendly unit that is attacked during the 0r *™ ple su PP or t to an adja m j 

nasty surprise. g my s turn - Thls can be an unexpected ltk ] 


Veteran Recon Orders 

Recon Camouflage 

^ units an easy ThTeommm” mbs a™" 1 ' rM ° n " ll5 lhal scr,m «=*• 
»nn.t be „ t e„ back „ d th e “ EiSgS? 

Pair-nl 


Recon Patrol 

increase the unit’s sighting^he effect 1 ^ 1111 ° Ut M stren S th Patrols: 
taken back. This command is very useful for finZg en'ernyunttf 6 ° rder Cann0t * 


Retrograde 

Cost: 1 action. Duration.- 1 enemv att ari ti, 

from the first attack made by a/enemv and rlt° D l™ 1SUfferS minor or no damage 
one of the enemy actions with little cost to the Son uSf Effectivel y. » uses up 


Forward Observer 



friendly artillery units, giving them a small honn ^ reC ° n ™ rt aCtS as a spotter for 
unit’s sighting range. This effect disappeS^ 




























Plotting command you can use both because it is cumulative. 

q si‘t.°uS r £;TSi , «Sis »«k ,i“,Sn,T 

Mturation Plotting f the turn ah remaining attacks cost 2 ammo 

S3 

order cannot be taken back after combat. 


























Bombard 

Cost: 1 action, 2 ammo. Duration: through your next attack. The unit rec^ es m 
enormous attack bonus with the added effect of reducing the defender’s entr ■: *. 
ment to zero. This is only effective against Infantry, towed Artillery an: ; ..il 
Anti-tank units. This order cannot be taken back after combat. 


Veteran Air Defense Orders 

Careful Positioning 


Cost: 1 action. Duration: until the unit moves. The Air Defense unit recef. -- 
increase m range. This bonus will disappear if the unit moves after the order is c - 


Ground Attack 

Cost: 1 action. Duration: through your next attack. Allows the Air Defense ur - 
attack enemy ground units. The order cannot be taken back after combat. 


Quick Setup 

Cost: 1 action. Duration: until the end of your turn. The unit dismounts after mor 
However the unit will suffer a small decrease in its attack effectiveness. 


Concentrated Attack 

HI £n! : 1 acti0n ; Duration: throu S h y°ur next attack. The unit receives a large atta . 
■Si bonus against enemy air units. The order cannot be taken back after combat occur* 


Early Warning 


C ° St: 1 aCti ° n ' Duration: unt0 the end of the enemy turn. The unit receives ar 
increase in range, a moderate attack bonus, and first strike when supporting friendly 

attacked hv attaCk ^ “J ^ Th6Se b0nUS6S disa PP ear if the'anti afr untt D 
attacked by an enemy ground unit. 


Veteran Fighter Orders 

Eagle Eye 

Cost: 1 action. Duration: effects are immediate. The Fighter receives a significant 
mcrease m his spotting range. This order cannot be taken back. 


■moat Escort 

list: 1 action. Duration: en: 
m additional intercept to :: mr 


mm : f the Sun 

E Cost: 1 action. Duration: thnwjg 
strike, a large bonus to the inn: 
mg other air units. This order : 


* ran Bomber Orders 

•. :*er Killer 

rm Cost: 1 action. Duration: duo 
attack bonus against forts ana 


be taken back after comb it 


in the Clouds 

Cost: 1 action. Duration n: 
spot the Bomber unless they 


r und Support 

a Cost: 1 action. Duration: thr:. 
bonus against enemy gr: an: 
taken back after combat 


Bombing 

Cost: 1 action. Duration: thr: _z 
moderate attack and defense n 
after combat. If an enem;. ann- 
then Ground Strike to ana a 


□ 


decision Bombing 

^ Cost: 1 action. Duration thr: n 
attack bonus and the first sm- 
taken back after combat 


Careful Attack 

ShCi Du f« on: through your next attack. This command makes the Fightei 

tbe effec1 f of reserve fire for the next attack. This command cannot be 
taken back after combat. 

Barn Busting 

Cost: 1 action. Duration: through your next attack. Using low level flying forces enemy 
anti-air units to use the line of sight rules: if the hue of fire is blocked® by popited 
area or other obstacle then it cannot fire. However, there is a moderate decrease in 
defense against enemy ground unit attacks that are successful. 


Equipment 

:: ur units are your equipment. V,h.: 

1 depends primarily on 5 
: rmance in campaign games. Thr :> 

• ehicles that are outdated will :-r.: 
r.orious victories, the chances c: —: 
nitely increases. 
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I .. mH Escort . f turn. This is a defensive command. It allows 

L'^addittonal intercept to occur during the enemy turn. 


“ - —" s - 


run Bomber Orders 




be taken back after combat. 

„ t“"”1. Duration. - *e mar, *r- -» »-* — » “ 

Q spetthe Bomber unless they are adjacent. 

- ind Support attack . The Bomber gets a large attack 

' s s '^. « —. - - —b» 

taken back after combat. 

B c°:“"-on. Duration: through yournest 
'SZS£i »~W adjacent to »•» -get, use D„e Bombing 

then Ground Strike to attack. 

--vision Bombing ttack Gives the bombing unit a large 

' a^k boM^anddifi'rirst^strUs'e abiUD 1 during the next combat This order cannot be 

taken back after combat. 

E quipment . pfmiDme nt is available in your Motor 

ISSSSteessi 

.:ely increases. 


□ 


















equipment Attributes 

Battlefield, the UnitTa^d* appears 116 Headquarters Screen . or right-click on them in 


all three hav e d rows^^eeTdotebenSThem^ ^ iCOn ® just to the ri S ht of the p; J 
color. On a damaged unit, yeSrnv dots *Se ^ l amage ' these dots ^3 

destroyed points. oppressed attribute points, red dots 


times that a leader can SrdJtheTqSmenUo S^eE^S 8 ’ maximum numi -' 
given game turn. The row beneath the vehicle irnn r aS ^ actlons available withm i 
the maximum number of times a ifader“ iTT* ^ M ° Ve attribute ’ = » 

actions available within a given game toi These T pment to m °ve if he has a ] 
eader attached to that partculafZSjSZn^S" “? hmited by tbe capabi,it >' of 
than the leader has actions. These dots turn vefiow wh nit m ° Ve 0r sboot more ton** 
when destroyed. y Uow when suppressed or unavailable, and 

£> .f the equlpm « I 


teed „„ the d,„ the b.tde MdTourTerf™*, 7?""* «*•** ™> « i- 
have lower strengths, from 6 to 8, while extrernTlv comm commander - available urns 
be up to fifteen strength. For example, the worn ecSZent T” iS abundant and ^ 
has a base 15 strength, while the second worn SS dass in a “r. 

equipment become more numerous and £ are ab r m tbe War P ro «*ds, obsolete 
Infantry levies are overstrength, while elite units are Sot rm larger Units ' In this "as 
“ Slot.. U l». Prototype .iphj 2^ ^ 

A unit ie j . .. ° 


.x XXXvyup autJllglfl S. 

attributes o e flEjm W pment SeSjJd!MlhfeSdS ° r * aU the 


Equipment Statistics 

SS'S’SrSS “ d - Vf ft- nonther, the 
strength of each rating. The statistics are.- g g a quick reference of the relative 

• Hard Attack: Combat value against armored targets. 

• Soft Attack: Combat value against un-armored targets. 

Assault on page 43? nUmber f ° r b ° th attaCk 3nd defenSe ' used in close range fighting. See Close 

• Air Attack: Combat value used against aerial units. 

• Defense: General defensive value. 

•Indirect Defense: Defensive value used against indirect attack (artillery fire) 

Air Defense: Defensive value against attack from aerial units ^ 

.’m? n 9 t Ran9e: D ’ StanCe ^ h6XeS at Whkh Unseen enem V are revealed. 

• Firing attad * °" ^ 38 ** 

‘ ZteSZt ^ ^ *s *p- 

• Ammo: Number of times a unit can fire before it runs out of ammo. 




I JifepoL.: f 77e/ 7 f Specials 

^ ^ bottom of the Unn I 


■IB murne to that unit class 

mmm:n Fire 

-ms unit can promt 
B ir-acks a friend:*. 

^ erm Suppression 

© This unit causes locg 
I fills and other becocx 
for the rest of the rjrr. 


iwwnin 

O ^Vhenever the conLa: 
without taking losses 


'•vith an action < this 


however, and a rer: « 


1 2 menchment 

This unit can dig in 


three times in su: :es ■ 
entrenchment level 


fcr Drop 

® This unit has the i:_ 
must start the turn .: 
range is shown 
• mange to an airdrop sym 
m with the destination. 

Fted in flight 


\ir Transport 

© This unit can be Trans 
units normal groun: n 
airbase the cursor char 
air unit can be interre: 


: ridging 

Movement across rr -r 


All Terrain 

Movement across rone 


© 



















army n 




Card are Ieohs represent «... " 

-; -hat unit class or type. 


mr. Fire 


provide defensive fire. It will fire at anj 


enemy (within range) that 


• s unit can - . « _ 

. friendly unit. A unit may hre 


:.<s a! 


support fire multiple times in a turn. 


“-eneve, .he combat esthnah. 

■■ -.thout taking losses, then the. d l?^ ernm is coupled as movement and/or combat, 
:Tj “ "»TaS S i « be allowed once an overrun has ..ken place. 

-i - hment , its you can issue the Entrench order 

«.—«■ -■ **—^ 

r.trenchment level. 



r>op 


MW'. 


- Ms unit bas the ablbt, to Pf * VSS" 

must i'ur' the turn on an .Meld and “J er „f the map, the cursor 

ran ge is shown. If you place the cursor ove y ^ ^ t £ at spQt when you are sat¬ 
in ge to an airdrop SdSunR wififly to the spot (note that the unit can be 

- r^n STS£> cannot P aradr ° P When * ^ Sn ° Wing OT rammS ' 

mfit can be transported from airport to ai^ort curso^over^frienfly 

unit’s normal ground movemertr^^eB^owiJ^^ y ^ t0 complete the move (the 
S b S “ tSS This cannot be used when it is raining or snowing. 

’‘^Movement across rivers is much easier for this unit. 




1 ^Movement across rough terrain is much easier for this unit. 
















Combat Engineer 

Enemy entrenchment is ignored when this unit attacks. 


Weather Affected 

® 10 *“■ Bombers - R * h - 

Close Support 

.™ il is ad J ac ent to a friendly unit, that unit uses their best comba 
IfgP gainst the enemy, regardless of terrain or entrenchment conditions. 


canno; 


Unit Class Descriptions 


ink Class 

© Tank class units are the anr.:: 
units is of paramount imp*: 
resent light, medium, anc heavj 
torized Infantry attached to supp - v. 
signed during the 1930s) tc 
Ral III Scorched Earth on b: th aaac 
;• are, Tank units should avoid fizm* 
ugh areas (that’s what your Infantr. 

•: units that have a high entn 
^uts are devastating on attack or defense 

Anti-tank Class 

© Anti-tank class units repress'.:; 
reted self-propelled Anti-tank 
25mm to 152mm. Towed :mi> i 
while some self-propelled units b 
: die same period. Why select 
in better at defending against 
•var. By that time, some of the most : : : 
ied by Anti-tank units. As a genera r 
: e as armament for Anti-tar • 

They are valuable when der-Ayed * 
ing up your Tank units to 
port an attack while it is trying to br-=£ v 
ran damage defending units, firingm ~- 
Tank units remain unengaged until 
defense, at which point your T 
vulnerable Air Defense and Artilier. uruus 
units on the attack, they more than nakeq 
sive capability. 
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Tank Class 

© Tank class units are the armored fist of your combat forces, and proper use of Tank 
units is of paramount importance in Panzer General III Scorched Earth. They rep¬ 
resent light, medium, and heavy armored Tank units with groups of mechanized or 
• - zed Infantry attached to support them. They are armed with guns ranging from 15mm 
. rned during the 1930s) to 122mm, and are some of the most powerful units in Panzer 
r' ^ ni Scorched Earth on both attack and defense, especially by 1942. As powerful as 
: are, Tank units should avoid fighting Infantry or Anti-tank units in urban, forested, or 

-h areas (that’s what your Infantry units are for) and should also avoid attacking Anti- 
:: units that have a high entrenchment level in any type of terrain. If used properly, Tank 

- 5 are devastating on attack or defense. 


A nti-tank Class 

© Anti-tank class units represent towed Anti-tank units and both turreted and non-tur- 
reted self-propelled Anti-tank units. They are armed with guns ranging in size from 
25mm to 152mm. Towed units are unarmored (they are treated as ‘soft targets) 
while some self-propelled units have better armor protection than Tank class units 
-• -he same period. Why select Anti-tank units over Tank units? The towed Anti-tank units 
- -- better at defending against Tank units than other Tank units until relatively late m the 
;r By that time some of the most powerful guns in Panzer General III Scorched Earth are 
anted by Anti-tank units. As a general rule, the larger caliber, more powerful guns are aval 1- 
i; : e as armament for Anti-tank class units several months before they are available to Tank 
mils They are valuable when deployed to defend against an enemy s attacking Tank units, 
-eeing up your Tank units to counterattack. They also are very effective when used to sup- 
-ort an attack while it is trying to break through enemy lines. Several heavy Anti-tank units 
an damage defending units, firing from relative safety at a range of two hexes. This lets your 
- ank units remain unengaged until you have broken through the enemy s mam line ol 
:efense, at which point your Tank units can rush into the enemy’s rear areas, overrunning 
vulnerable Air Defense and Artillery units. Though Anti-tank units are not as flexible as Tank 
units on the attack, they more than make up for this with their heavier guns and better deten- 


sive capability. 
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Infantry Class 

© Infantry class units represent Infantry units, armed with Infantry weapons (rifles 

f nS ’ etC,) ’ heavy wea P° ns (machine guns, 50mm to 120mm mortars 
hght Anti-tank weapons, etc.), a small number of supporting Anti-tank guns and ir 
some cases special assault weapons (demolition charges, etc.) and even bridging equipmem 
There are many types of units in Panzer General III Scorched Earth that can perform cena :1 
asks better than Infantry.units, but none of them can replace InfantrySffSTpSS 

rot Jh t P ng aM h ° dmg gr ° Und ' Y ° U need Infantr y units to hold urban, forested, and 
ough terrain areas against enemy Infantry, and you also usually need Infantry units to cap- 
ture urban, forested, and rough terrain areas from the enemy Experienced ST 2 
win battles for you where other types of units cannot. However, Infantry units must be used 
IhI* 0 ? ° r ™ quickly destroyed or worn down to the point that they cannot 

ArUlZ nnifTnn 8 ' ^ 1°™ ^ fl 8 ht unsupported against Tank and 

Artillery units on open ground, and they perform well. Even on open ground, they can defend 

mcmH f near Y ^ Tk °A Unit r supported b y 8° od Artillery and Anti-tank unhs and pro¬ 
tected from air attack by Air Defense units if need be. Finally, Infantry units never need to 
resupply, meaning they frequently have the equivalent of one extra order. 

Artillery Class 

Artillery class units represent towed and self-propelled howitzer guns which are 
equipped and organized to provide support for the other combat arms They are 

t tt u arm ! d ^ gU T ranging in Size from 75mm t0 200mm or more. They are all able 
to attack units from at east two hexes away, and some Artillery units can attack units five 

hexes away^ Self-propelled Artillery units are some of the most powerful units in Panzer 
General III Scorched Earth. They are usually armored, which gives them a large advantage 
m an artillery duel with towed Artillery units. They can also move with units that have bro¬ 
ken through enemy lines and immediately provide fire against a counterattacking enemy 
Self-propelled Artillery units are usually very rare, but highly effective when used correctly 

Artm a P rv^nii a i WayS n TT ^ ? f artiUery SUpport t0 launch a successful attack, and 
Artillery units are very useful m a defensive role as well. 


r uejense l lass 

© Air defense class 1 
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tzr Defense Class 

© Air defense class units represent both towed and self-propelled Air Defense units. In 
P\nzer General III Scorched Earth they are armed with weapons that vary in size 
from 12 7mm (.50 caliber) to 90mm. They can attack enemy aircraft at ranges of 
: -Jiree hexes. In general, they are good at damaging enemy Fighter and Bomber class 
■ :ut are very vulnerable to any type of attack. They fire at any ene ?T ,. - t 

■ - ::s to attack one of your units, if it is adjacent to or within range of the Air‘Defense unit 
istion. This makes them very useful in screening units vulnerable to air attack. Thes 
. : are important if you need to deny the enemy the advantages of air supenonty, but do 
- ave the air units required to beat him in the skies in air to air combat. They are also 
- aluable when neither side has air superiority, and you do not have enough Fighter class 
- -- -o cover all the units you command and still conduct offensive air operations, 
rv's Fighter and Bomber units cannot ‘trade punches’ with, nor operate in the area of, 
placed net of Air Defense units for very long. Attempting to do so is very costly. Se 
- - -Jed Air Defense units are far more flexible than towed Air Defense units. They can 
- and be ready for action immediately after moving, while towed units must use an 
to dismount from their transport and fire/defend against enemy air attack. Self-pro- 

.i Air Defense units are ideal for supporting an attack, since they can move wi your 

<ing ground units and be constantly ready for action. This allows units involved m the 
■ V;, through to keep attacking deeper into enemy territory, and to do so with greater speed 
■ tile beings protected from enemy Bomber units - all of which will aid you m victory. 

Recon Class . ,. 

O Recon class units are light mechanized units whose primary task is to scout the bat¬ 
tlefield infiltrate enemy lines, and rear areas. They are equipped with armored cars 
and usually have small Infantry units in half-tracks or trucks m heir formations as 
wed They^all have a very good spotting range, which, if properly taken advantage 
a |] 0 ws Recon units to expose enemy positions before launching an attack. Recon units 
-e expected to avoid heavy fighting. Their job was to exploit breakthroughs and scout 
• uead of attacking forces. To represent this in Panzer General ? ii ^" d ^th, Recon urn 
dually retreat from combat with a superior enemy, trading ground for losses. 
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The skeleton 
of an unlucky 
He-III, shot 
down by an air 
defense unit. 


«m i 


Fighter Class 

© Fighter class units are air superiority combat aircraft whose primary task is t 
destroy enemy aircraft or prevent enemy aircraft from carrying out their mission 
a n! y ^ n0t effectlve at attacking enemy ground units, (although they can dam- 
an other ground units with low Air Defense values) but necessary to win 
the battle for air superiority in a given scenario. 

They act as escorts for friendly Bomber units, attacking any enemy Fighter unit who attacks 
riendly Bomber unit adjacent to the friendly Fighter unit in question. This escort attack 
comes before the enemy Fighter unit can attack the friendly Bomber unit, but Fighter units 

JweLuft? aS a eSC ? r l S ° nce , per turn - The y also attack enemy Bomber units attacking a 
endly ground unit that is adjacent to the friendly Fighter unit in question. Again, this attack 

takes place before the enemy Bomber unit gets a chance to attack your ground unit, and the 
Fighter unit can only conduct such an attack once per turn. 

A good way of looking at Fighter units and air superiority is this - they cannot win a battle 
or you but it is hard to win one without Fighter units and the air superiority they give you 
when they are victorious. 3 6 3 
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Bomber Class 

Bomber class units represent light Bombers, medium Bombers, fighter Bomber^ 
dive Bombers, and specialized ground attack aircraft whose primary task is t 
destroy enemy ground units from the air. They are usually armed with machine gun 
(.303 caliber to.50 caliber) and cannon (anywhere from 15mm to 75mm) bombs 

gr T d r ° CketS ' They function as artillery that can be anywhere oi 
the battlefield^ This allows them to attack units far behind the line of battle, which would nor 

> y m\ Safe ° u ther . type of unlt - In the early years of the war they are often the onb 

units that can affect the heavier Tank units, as well. As the war progresses, Bomber units tha 
specialize in killing enemy tanks become available. These units have very high hard attar! 
values. Most Bomber class units are a great asset in both attack and defense. Naturally 
Bomber units are a favored target for enemy Fighter and Air Defense units, however usee 

correctly and covered by friendly Fighter units, they can have a dramatic effect on the out- 
Como oi a battio. 
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-on provides information that should help you solve some common tech- 
■lift inblems. 

f ip ifi and Video Cards 

m* - neral III Scorched Earth requires Windows and DirectX compliant sound and video 
; 'rmexperience^problems whh sound or video while using this product please con- 
t i22%Z of your video sound card for the latest DirectX compliant drivers. If 

m ; - . ers are not used, this product may not run properly on your system. 

,i*pv Protection 

u: - r to play Panzer General III Scorched Earth, the original game CD must be in the CD- 
■HPt ir.ve. 


-ectX 7 Setup 


- - :me requires DirectX 7.0 or higher. If you do not have DirectX 7.0 or higher, then it 
' installed or reinstalled from the CD. Installing DirectX 7.0 is an option 1 SS 

r -me. It can also be installed by exploring the game CD, and opening the Redist\Diredx 
■ - Double click on Dxsetup.exe to start the DirectX 7.0 install. 

- either the Install DirectX 7.0 button from the Autorun or Dxsetup.exe, you can install 

] -_ x reinstall DirectX 7, test your drivers certification, or reinstate your previous au 10 

.deo drivers. 

rectX Disclaimer and License 

General III Scorched Earth utilizes Microsoft’s DirectX sound and video drivers. 

Taxed »» ““soft, and the InsfalMon of Direct may 

: . - video problems and system anomalies with computers iusing f J 

-V romDliant DirectX is a Microsoft product, and as such, SSI cannot be responsible to 

- i thTmil occu to your computer system due to its installation. For DirectX related 
^ 7 emsTat cLot be fixed by updating to your video card's late^ 

^ contact either Microsoft or the manufacturer of your video card for further techmca 

sxDort or service. 

, -rosoft retains all intellectual property rights to DirectX. The user has been granted a lim- 
- l icense to use DirectX with Microsoft operating system products. 

Contacting Technical Support 

■ ir.el Interactive technical support department is available to ^istyou regard- 

:£CSHS5SKSW^ 






















When contacting technical support, please provide as much information as you cai 
your computer system and the problem you are experiencing. The following infer 
necessary to providing you with technical assistance: 


• Your first and Last name. 

•Phone number, fax number, mailing address and e-mail address. 

• Name of the product, version, platform and format. Example: Panzer General III Scorched Ear- 
sion 1.0/Windows 95/98/CD-ROM 

• A brief description of your problem. 

• Type of computer including name brand. (Mac or PC) If you cannot find the name of your cc- 
say IBM PC Clone. Example: Dell PC Pentium 200 MHz 

• Amount of memory. Example: 128 MB of RAM 

• Size of hard disk. Example: 12 GB hard disk 

• Type of video card. Example: ATI Matrox Milenia 8 MB video card 

• Type of CD-ROM Drive. Example: 4x Panasonic CD drive 
•Type of DVD-ROM. Example: 2nd generation Phillips DVD-ROM drive 

• Type of Sound Card. Example: Creative Labs 32 bit sound card 

• If using a network please mention the type of network being used. 

• Modem type and speed. Example: US Robotics 56K Flex internal modem 

• Version of Windows operating system. 

• If you are having a printing problem specify the name, make, and model of the printer you are us ; - : 
Example: HP Deskjet 870 CSI. 


Check our Web site, http://www.mattelsupport.com , for answers to frequently asked ques¬ 
tions and other technical support information. Go to the Support section to get FAQs 
downloads, patches, and other useful files. 


Technical Support Call Center 

24 Hour Automated 800 Support: (800) 409-1497 


This service allows our customers to find commonly asked questions to products and their 
answers free of charge. 


24 Hour Technical Support Fax Line: (319) 395-9600 
Main Technical Support Number: (319) 247-3333 


Technical support representatives are available at the listed times (excluding holidays). All 
times are Eastern standard time. Please be at your computer when you call. 


Monday - Friday hours: 9:00 AM - 9:00 PM (except Wednesdays) 
Wednesday hours: 10:30AM - 9:00PM 
Saturday hours: 10:00AM - 2:00PM 
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:e Technical Support 

^etm.-al Support E-mail Address: help@mattelsupport.com 
Technical Library: www.mattelsupport.com 
ffca General III Scorched Earth Web Site: www.panzergeneral3.com 

Him:: r .-clinical Support. 

is located at www.ssionline.com. From time to time, additional scenarios and 
Ce- -ay be posted to this website. 

■ tiling Address 

*«.- Interactive 
■I 3» 100 

' I regress Drive 
ib Ltha, IA 52233-0100 USA 

anzer General III Scorched Earth 

, ... When corresponding via mail please include the information requested above. 

pH G-.el Interactive, a division of Mattel, Inc, andLite l aiT^ r re^l^"tetoTwte l of^oiTdc l Smes, r, In^^ e is a registered trade- 
-9 ii-es and the Atomic Games logo are trademarks;and/ortradenrarte ol Microsoft Corporation in the United States 

* of lntel C0rp0ra,i ° n " thC US ' and/ ° r °' her C ° Un,rieS ' 

I • :-arks are the property of their respective owners. 
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~st of product improvement, information and specifications represented here are subiect to change without notice. 
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